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J1 ntro d u t :ti qk 



/, Joye, librarian and archivist of Baron Afmrit, have assembled (his volume its 
an aidfir those who wotddfoll&w in the path of the Avatar and as a warn ing fir 
those who would follow in the footsteps of the evil mage known as Tybalt, 

This volume is assembled from diverse sources and arranged thereby in distinct 
chapters. 

First , you ti dll find Maps of the Abyss and accompanying words describing the 
abyssmal dept hi. They came front the f.'uit magi: Tybalt t taken directly from a tetter 
he penned shortfy befire hh timely death. If appears that the letter was intended fir 
an apprentice or paramour named Matukclle t of -whose origin and character f huwiu 
nothing. 

Second, you mill find more words ofTphallf again addressed to Malabe/le: 
these tire titled Advice to the 2h Weller, and constitute his advise to her should she 
visit the depths 

Third you will read of The Path of the Aatita r. an account of the Avatars 
own harrowing descent into the Stygian depths ... and the means by which the 
Avatar emerged alive and victorious. 'These words are dra wn from interviews with 
the Avatar taken during that worthy personages visit herefollowing this most 
perilous quest into the Underworld, 

Appended to that is the History oft he Abyss, the chronicle of bow that dark site 
came to assume its currentfifm; I have penned this myself from many interviews 
and sources, 

f have penned one ropy of this volume Jar the. library ofRar&n Afrnric and made 
additional copies firmy correspondents. The volume you read t in some distant city or 
future time t may have additional notes appended to it beyond the pages I have 
myself prepared. 

May Virtue follow you wherever you find yourself .,, and may you follow 
Virtue ifever youfind yourself in the Stygian Abyss. 
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jVlAFS OF THE STYGIAN ABYSS 

(From a Letter by Tybull to Malttbelle) 



Dem child, should you choose to visit your old master in these desolate parts* 
you wilt probably not /hid me at the entrance to the Abyss f ray reyearche l keep me 
deep within the labyrinth most of the time. But with these maps 1 have enclosed, 
you should have ?n? difficulty reaching me. For your convenience, I have noted and 
numberedpoints afparticular interest. Each numbered paragraph is keyed to the 
corresponding fetation on each map that follows. / include details on all the merry 
tortured soul r who live within these depths:feelfree to play with most of them as 
you please. 
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Levei. One 

This levd is home to green smd gray 

gohlins, nor rn mcnt'mn several wrenched 

human outcasts 

(]) Here you'll find si gentry tfutifln of 
the- gray goblins. The usual Sentry 
is called Eb; him you must pa$$ 
if you wish lo speak to King 
Kccchaval, 

(2) In this area, you will doubtless 
come across RifiticKall^ ijuctu or Ebc 
gray goblins. She is admirably short 
of temper and speech, but has no 
other virtues I can detect- Do not 
claim to be an ally of her Fucs+ the 
green goblins; nor should you 
pretend IO desire small talk. Should 
you tv lab to speak to her equally 
despicable maie p Kerch aval, you 
tnmsr Hrsf speak to RctielulL 

(3) Here, you will find Kctrhaval, 
pit] ful king of t be gray goblins wh 0 
iuhabit the depths. He is the sworn 
foe of Vernijt h king of the green 
goblins, as though rheir jiathclic 
intern eel n c con flic I were ol any 
importance, lie knows .t little 
about the Abyss; mostly, be knows 
rhtiE the charming spider-rhing 
NaiTcy Might - Eyts h.o rill appetite 
ft n' Ids loathsome subject*. He is no 
danger ro Travellers who speak 

courteously to him. 

(4) Here, yon will find Drag, sentry of 
the green goblins, who guards the 
door into green goblin territory'. He 
Ik not terribly efficient — 1 1 like that 
in a guard, so long as he lh em 
ployed by others “ and will ptLSS 
anyone who claims to be exploring. 

(5) At this lire, you well lind Vci'iiix, 
the amusingly arrogant king of the 
green goblins. Speaking to him is 
an excellent opportunity 1 to practice 
your flattery, for he responds well 
lo no other type of speech. For his 
specie*, be is something of ft 
scholar, knowing a little about the 
Ancient Illuminated Seers of [he 
Moonstone, trifling amounts of the 
way* of thfilr alkiea rhe Liviardmcu, 


and rumor? of [he Talismans of 
that oaf Cahiruh; but hU only true 
virtue l& [be hate be bears for [lie 
rulers of the gray goblin*. Sp nice il 
is to see unrestrained, murdersomc 
rage im close to home. 

(&} Thh is the wateh-posi of a green 
goldm Thing called Lanugo. It is 
King Vernix 1 * alleged guard; should 
you wish an interview with Veruix, 
speak to this creature- It respond* 
well IP trivial hrihea, and has a 
charming enthusiasm for rot worm 
*tew p which it known bow to 
prepare. 

(7) This is where you might fmd 
Bragif, one of the Abyss's autdfits, 
For no reason I ran dia«rn, lie 
actually cures about the welfare ot 
chose trapped within the labyrinth, 
and iR a Konree of knowledge on 
huw one may survive an extended 
stay here. He also know* escape 
routes out of the pathetic prison 
the gray goblins maintain at [13). 

(S) This L n topographical nuisance, a 
chasm which must be jumped 
aero™ or flown over ere you can 
dc;d with rhe outcast!- |}[a contrive 
tigi to fall in. 

(9) Here, be alert fnr Hubbard, 
- leader" of the Abyss's outcasts 

it me sn that the Abysi, 

beoumes a home ior every outcast 
or exile in rhe region; so much 
misery they bold within them! 

Hagbiird know* something of the 

two irihen ol gob I i e i , and 1 
understand that the wretch espied 
my troll bringing [he virtuous A rial 
to me. Hugb&rd, of course could 
do nothing ru save the doomed 
girl, and ho must have suffered the 
anguish of the hopelessly 
inadequate — isn't it delicious? 

(10) This is rhe usunl haunt of Gulik, 
another outcast- In personnlity T lie 
i h -as appealing as [he cockroaches 
rhat make up hi* U>ual meat. He is 
reluctant eg speak to anyone who 
has nnf already spoken with Eli.it 
pathetic Hngba-rd, HcV quite a 


merchant, by the limited standards 
of rhe Abyss'* in hah mints; if 
rambling diseourHCH from shattered 
minds appeal ro you, have him 
speak On the topic of barter and 
trade. 

(11) Here, you might find JuLiear, one uF' 
rhe gray goblins. Ills only cheery 
rrait in his fsiscinition with privies; 
even by goblin standards, he Is 
repulsive! He is fibscKKcd by I hr 
privy at (12), which has 'Widiuwed 
up" sn many ol'his hudhfcn, 

(12) Tl iis is [lie privy which Jaacai tile 
goblin bolds in su^b fascination. 
Actually, i E V .t channel down to the 
next level of the labyrinth, but 
none of the unfortunate goblins 
who have fallen through it have 
survived to return borne. 

(13) This is the prison of the gr Ay 
goblins. One nf my minions pried 

the secret of escape from this cell 
From Bragitfc who bad heen 
imprisoned here. Outside die cell is 
ii button which opens the portcullis 

mechanic ally, but it as out of any 
ordinary |>er$0nK reach. Should you 
find yourself momentarily delayed 
iIlltCh find a long pule in push [lie 
button and you will be able to free 
yourself i mmudiacely. 

(M) Here, you will find art oddity, an 
exotic silver plant which blooms 
rarely. If you teach for it. It will 
wither, leaving only a silver *ced 
behind. There are directions oil the 
wall for proper use of The seed. 

(IS.) Th is is li si cere I door useful fur 
gaining access to one of the dreary 
old shrines oi CabirtiE. 


Ofi) The hnrron you wi.ll find here given 
you access to .i shrine chamber; 
depress ir and the chamber door 
will open. 

(17) This is a shrine often used in the 
rime l?I Cubirus. iVlsmy pilgrims 
recited torturous mantras here- 

C1-S) This chamber Contains im acid slug, 
a per which guards a useful 
I uretell Lug orb. 

(1.9) A fountain — .i special one. Should 
you contrive to become hurt Ori ihi* 
level, drink the water* of this 
fountain; they have healing 
properties, 

(20) Oil* \5 llic usual site of the spider, 
Xrivrcy Night-Eye:*, which has 
caused so much eon ere relation 
among the gray goblins. Note that 
its thread ii extraordinarily Ktmng 
and has many useful properties; you 
might gather some while you are 
there, 

(21) Some monstrous derii7en of the 
Abyss tend* tu drug its kill* hcte a So 
rhe re in often aomc sort of loot to 
find; do look in sliould you happen 
tu p:Lss th is way. 

(22) In ihe ea*l mom you will find the 
switches that control the height of 
plat form h in the went room. The 
floor types beneath each di.il 
correspond to the floor type? on the 
platforms. The dials' position-: 
determine the altitude of the 
platform* (the platform at its 
lowest height when the riiLd [Hunts 
straight up> and then ascends a? 
you move the dial rlockwiic). 

Stairstepping the platforms seem? 

rhe most expedient way in exit. 
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(H Eh (Gray? Goblin worry) 

(2) Ketkhall (queen of the gray goblin*) 

(3) Kt; tchavsil (king <i f the gniy goblins) 

(4) Drag (green goblin Gentry) 

(5) Vcrriix (king of die green goblins) 

(6) Lanugo (King Vtmix's guard) 

(7} Bra^ir (muenm) 

(S) Cba&m 

(9) Hugbard (leader of ihu uuEuasti) 

(1 0) GuJ i k (ou feast) 

(11) Jaacui' (gmy goblin) 

(12) Privy 

{13} Gray goblin prison 

(14) Silver Sapling 

(15) SeereE door tu ihririE 

(16) Button rrljgger 

(17) Shrine 

(IB) Orb 

(19) Healing fountain 

(20) Navrey Night-Eyes (spider) 

(21) Loot 

(22) Platforms and dials 

(2.1) Runesmne* 

(24) Spell $urolJ 

(2.9) RuneManes 

(26) Key 
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LrEVEL Two 

On this level, you will find picturesque 

mountain men and rhe oecasinnnl ari 

guislwd human. 

(1) -Should you aerustlly fall prey Eti the 
goblins* “deadly privy* swim south 
from diis site. 

(2) Thii ufu.i is whcie Corby is usually 
CO be found. What a wretch I 
am sure dial you hvl!L enjoy speak¬ 
ing m him and goading him in hi* 
torment. Friend wajs lie of Sir 
C&birti*, and a follower of Cablru*' 
ideals; shuc the knight s death, lie 
has become a hollow, tortured shell 
of a man. He knows something of 
Cfibinis' eight t a! Lilians and (heir 
pur po se n bur nor t heir c u r re n t 
whereabouts. 

(3) This ii the station of lirawneljin r 
[edious gu.iul ol ihe muiniudnmen 
nre:i. Speak cordially to him and he 
will allow you passage into rhe 
rnonnlainnicr area of this level. 

(4) This is the hah of Goldthirst H king 
nf the mountain men- He in a flit 
prickly about wme things; it it bxA 


not to refer co him as a dwarf, nor 
to ask It! eii any tiling about his 
pitiful treasures. (Actually* one of 
hL> Lrciaurta in not to be scoffed at; 
it is a mountainman arnfact, the 
gem cutter of Great Coulne4 + 
greatest artisan of rheir kind, Rut 
in general, his I features are as 
dross. Giving him a shiny ^ifr often 
etirth a return ge:*t ure-J 

(5) Here, you will find the mowv- 
cainmiLn gLULrd of King Gnldthir$tV 
treasure hoard; usually, an 03± 
named ScceJtoe has the dury here. 
Should you wish cu view the king's 
goods tell this guard the words 

“Deco Morono* 1 — the king's 
password, carefully kepi secret 
except to me. 

(6) In this area, you nine likely to find 
I lews-tonc, a mount amnia n gold 
miner. If it is in your heart to 
endure an eternity of tedious 
conversation, then calk to him. 
Mining ih has life, and he'll talk of 
mining until you wish to end ic for 

him. 




(7) Here, you might hud Iron wit, one 
of the mounrainnien, once an 
engineer. I'm delighted to say that 
years of living In these gloomy, 

monstrous lull* have addled Ills 
wits. All he can do these days is 
whine about his mLsing blueprints; 
his wretchedness Is music to my 
ear*. He known where ^ valuable 
Hying potion lies but 1 set a (Jotlort 

nf pnis&rsn near it and cnnbEsed him 
as to which is which. 

(ft) 'Hiis is the entryway to the [nines 
of the niountununen. 

(9) FI ere, □ spider, a charming pet, 
guards a key which hitherto gave 
line: mountain men easy acres-* in the 
third level. 

GO) One of the most annoying denixcns 
of the labyrinth is Shak. I k h a 
smith of thf mountatnmcnp and he 
is helpful, even honest. For a tec. 
he repair* damaged weapons for 
the other denizens — hut not tor 
my minion r. He know a little about 
two id Sb Cubirus idbmsuis, the 
wretched Sword Cal ibis rn and the 
Shield of Valor; and, chough he 
know* that the iward Wif broken 
in two, he knows not where its 
pieces or the shield arc. If he did 
know* of course, 1 would h ive ro 
deal with him. 

(11) TliLb- k the lair ol ii guaei I have set 
to annoy the uiOunlahimcn; do be 
careful when in irs vseinim 


(12) This door protects the stairs to xhc 
third level. 

(IS) Should you find you reelf in rhi* 
part of the Abyss, you might wish 
ro abscond with the antique flute in 
this chamber. 

(14) This k the location of Goldthirst's 
treasure trove. 

(15) Here you may lind Iron wit's flying 
potion. 

(lft) A shrine. 

(17) Here Lies Eke key [hut opens [he 
doors to both the room with the 
flying potion (IS), and also the 
ro a m w i r 1 1 3 tonwit's bl u epr m ts 
(IS). Care must he taken in 
retrieving tliis key — r following the 
in ilik ]i path is the safeM approach. 

(IS) This L where Iron wits value less 
blueprints lie, 

(19) '[’his drain will pul] you through 
down to Level Three, but he sure 
to examine the remains of a former 
.idvenfurcri, on the way down, (You 
will end up juvt nnrthejst of (£) on 

Level Three. - ) Re sure you are in 
good Condi Linn before taking thii 
raihcr bumpy ride. The fountain ar 
(2U) might prove useful be Jure 
ticking your lovely skin in this 
descent, 

(20) Fortunately! there is uneither 
hcaliog fountain on this level; drink 
from it if you find Younsclf in need. 
















Level Tw(j 

Level One: privy nutlet 
Corby 

Brawnclan (mouulainman guard) 
GoldthifSI (kin^ of the momitiinmcn] 
Slcdlut (guard uf Goldthiritfi hoard) 
Hewatone (mountain man miner) 

I ton wit (mountishmiau engineer) 

Mine entry 

Spider and key 

Sfiiik (muUTiMinrmn smith} 

G a'jctT 

Door to Third Level stairs 

Antique time 

Gold! hirsts huiird 
Jmnwit's Hyi ng potion 
Shrine 

Key To potion imd blueprints 
Iron wit 1 *; blueprint? an d ;l limestone 

Dr.nn co Level Three 

Heading; fountain 

kunentoncR 
Mantra jsrmll 
Mam rn >eru|j 
Mantra semi] 

Loot 
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L/EVTS1. Tl J REE 

“IIlls level is home ro lizjirdmcn and a 
few Sulci; jut bandit*. 1 he bandits ate 
comprehensible enough, bur be aware 
thati i he li±urdm,cjfi do not speak the 
human lonptt 1 ^ They often understand 
some qf ii — but speak u? They arc not 
made tor it Elsewhere in chis letter, J 
have Included A brief glossary of the 
lizard man tongue. Ef ever you encounter 
these creatures, it would be beet for you 
to ipcik a few of (h^if barbaric clicks 
and whistles, 

(1) Jn tliLb iuom , a plaque will tell you 
hove to get through the rather 
difficult door leading out; depress 
buttons as dictated by the 
instructions on the plaque to open 
the door. 

(2) This is the station of Ssceiharct, .1 
green-ski lined lk.iidioaol — their 
jailor. He: has little to say, unless 
you wish to trade him food for 
whatever wretch he holds in t!n:ir 

prison. 

(1) Thu IH rhe jail of the lizarrimen. 
The last time 1 looked, the only 


p rl so fl C r was n am e tl M n r go “■ 
thief find servant of Or, Owl's.* who 
Uvea three levels down. Murgu 
lacks wit* but fortunately he also 
kwhs u tongue* so be cannot nfiend 
you mo much wirh hi* fooHshness. 
Dr. Owl values him highly — 
possibly because Murgo under- 
stnnds ;l tew worth and phrases ol 
the limdman tongue, 

(4) In claiK iue.i you might find Zak, 
Zak was a knight, ami then,, lilt a 
time, my toy; l taught him how 
many horrors darkness could 
contain. Naturally, his mind 
snapped. Today, all he docs is 
collect lights, lamp*, torches, 
taper*, anything to keep the 
dirkne-tit jit bay testimony to my 
(ahem) brilliance. Recently, I 
visited him to remind him of I he 
true meaning of blackness and fear, 
and was amused !o See lhaE among 
bis collection of lights was $tr 
Cabimf own Taper of Sacrifice. 
Imagine it such a powerful 
talisman for good, now used as a 
night-light by an aged madman. 



This swelled my heart with pride 
rhaT I have left ir with htni. 

(5) I lere, you are likely to find Eshtass, 
a gray skinned Sizardman. These 
gray lizardmcn, sometimes called 
the Quiet Oticji, are very in- 
teiligem, and Isbras* even spenks 
RLimE portion ol the human toujour. 

I le's itnidaus to best word of a lost 
lizard man hero, Ossika, and he'* 
heard flic story about the breaking 
of blr Cabirus' sword, Calibum, 
bui 1 do nor r h ink he knows 
enough to be dangerous. 

{(i) At this sit n t you might look upon 
the bones of rbe liznrdtnnn-hero 
Ossika — it observing *hc pitiful 
remains of do-gooders brings you 
as much pleasure as it docs me. 

<7S I lere* behind a ^ecrei door, you will 
find a lever: pull it to drain ibe 
pond nearby. 

(B) A pond. This is the last baiiiej 

guarding the blade of the a word 

Cali bum. 

(9) At this site,, the blade of Sir 
Cnbirus" sword Cali burn is held, 
safe from wandering self-pro 
claimed heroes. 

(IU) E I ere stands, unfortunately, xnothci 
shrine, dm one graced by a healing 
fountain. 

<U) It is in this chamber that Sir 
Cubitus' talisman„ rbe Cup of 
Wonder,, is kept; E believe its mine 
derives from wondering bow much 
one has drank from it. Oh, it Is no* 
within night, and *o h difficult lor 
any noble wkurd* slaying wund«rci 
to fi i id; you must have a time and 
play the tune * Mar din s Song of 
VVondfir" in order to make it 
Appear, Fortunately, all in tbe Abyss 
have been brought too low 1 with 
grief and worry to play auerh a nine. 

H2) He re Is the chamber 1 use. to jjuard 
rbe key to the Key u I Courage. The 
chamber is filled with monsters; 
the key rn an Inner chamber should 
he about smneivherr, I will in 
Struct the monsters to let my dear 
Mulnbellc pass,, but you can rest 


assured that any an-called heroes 
entering will be ripped into pieces 
ami eaten without vnuCo. 

(13) Phis chamber c;m only he opened 
With the key held by the mousccm 
in (12) on diis level- It h here that 
the Key of Courage lies; be sure to 
visit it k should you feel the urge to 
profane if. (Be ereuiivcE) 

(14) A shrine. 
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{ 1) P Lacjuc 

(2) Svecl ] l:u ce (liziu'dman jailor) 

(3) Lbrdmanjail 
H) 7 a \k (knight) 

(5) lalilasa (li/.arilman} 

(6) O&ai kak bones 

(?) Lever 

( 0 ) Fond 

(9) Slide of CflKburn 

(10) Shrine and healing fountain 

(11) Cup ul Wuiidcr 

(12) Key 

(13) Key of Courage 

(14) Shrine 

(15) Loot 
(1$) Loot 

(17) Spell icrotl from Us'leek 

US) RuiicjituiK 

(19) Loot 

(20) Mantra plaque 
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1 -evkl. Foi R 

On rhii level live a dcproviiigly virtuous 
cider of knights in rhe some 

lovely rrolls in the ca*t. and Eh c oc¬ 
casional outcast. 11 only I lie (mils would 
massacre the knight, this would be a 
much more delight(ul level. 

(1) Should you become misdirected im 
this level, seek mit Linnet here. I le 
know# much about what jj;c.ie:- on in 
these part* perhaps too much. I 
know rh.ir he has been hunting 
down ruanui'fc. uf my doings; I find 
such curiosity unacceptable, 

£2) Among thf ino^l annoy mg of all 
the Abyss* inhabitant is Doma 
Ironfm, leader of the Knighu of 
Llie Order of the Crus Amaru, 
How virtuous he is* how humble, 
how wise ... Imw unbearable. Fie 
po* sc* sc s o n e o I C u h i r u s' e i gh r 
(ah mu :u as I lie Standard of Honor, 
hut rs he i* powerless and ignorant, 
rhis WOTliesi me not ar all. 

My dear Ms libel Le, should you 
wish to join their order — for 
instance! Iti infiltrate and destroy it 
from within — you will need tea 
undergo their kvjthsomc initiation 
ceremony. Firsts speak to one of the 
other knighE'-i when nuked it you 
are a fighter, reply ihut you arc 
sometimes* when need arisen — or 
something like chat. Then, return 
to DorjM Afi d end tire 1 1 is sere niunv> 
Here Is the height of fool¬ 
ishness. The initiation merely 
require* Eh ill you answer tlieii 
quest ions with it hint of wisdom or 
modesty. A new ally of mine, once 
»f their order, gave me the proper 
answers When the wretch asks his. 
retentions,, reply a? I hid you. 
y.- “Idem 1 ly thyself 
//: “A poor child —" nr whatever 
sounds good —- *of my mother/ 

Q.- TVft tliou willing 
A "Yew” 

Qr JJ Dost thmi subfinit 
A -y fl f/ 

£?■' "'Take it and drink it/ 


A; Drink it straightaway. If ,i*ked p 
admit to feu. 

1 hen F you will he given a 
tiresome quest or two in order to 

achieve full knight Inn id. i under¬ 
stand that dull Dorna la now 
seeking ibe Writ of Lornc h some 
tedious historical diatribe^ duuhr- 
kss he will have you look for it 
amongst the territories of the trolls, 
who now pgf&ejEfl it. 

This chamber is also the usual 
haunt ol Cecil Hod Meredith, other 
knights. You can utilize them to 
hecoitiL: an initiate into their Order. 

Cecil know* a manrr.i which .lidh in 
the use of clubs and blunt in 
stnuricntS (such as Cecil himself), 
while Meredith knows a man Era 
which makes one fire arrows more 
truly and accurately — not that 
pitiful arrowy will do them any 
good, when their time comet. 

{3} | his is the usual Italian of Doris, 

another of the oh-so-virtuous 
knfghft of the Order of iJie Crux 
Ansata, Doris known .i useful 
COmb.iE mantra which aids in 
sword - work. 

(4) He re, yo u m tg h r fi rt d Kyi c. 11 c 
knows a man Era which is useful 
when one in wielding an axe — 
though 1 know you, Main be 11^ 
prefer subtler ways of killing. Your 
poisons are Justly legendary. 

£5) Here, you might find Derek. I 
Would never indict his presence on 
yon, b 1 ii tube He, save that T know 
your love of jewelry. Derek is said 
io tie in need of a good gem currer 
Should you have one to give him, 
be might craft jewelry for yon, nr 
direct you to the rest mg* place uf 
Cabiruf Ring of I lunuhty, which I 
think would nlub t mirvelmulv 
gmcc your tlngur. 

( 6 ) This is the usual place of Trlscb+ 
whose mind Is beginning to go, 
Zaki theft of the Tsper of Sacrifice 
has greatly unsettled the knight. 

(7) Here, you might find 1-4 ■-l- 
bmodi about all the knights who 


have died at my hand, ftnd lungs 
lor the "good old dap 1 " of Cabin uT 
lime, The Golem, two level* bdow fc 
ctfCLplfs much of Ree s ftttt4VU0ft- 

JS) Site of a battle between Home of my 
m i 11 i q n $ And Baron AI m ri c F s 
jruitrdsi I believe my minion* found 
,J1 E.hc coins and red gems The 
guards timed, bur yon might 
discover any my Emmons missed, 

^9} Another tfoublesome inhabitant ot 
the A by we is Fen nor. He is too 
clever by half and has learned how* 
to navigate iir.my of the Ef.ipa anil 
puzzles of the Abysiij including the 
|jui7.fce of the bullfrog (20)i the she 
of tiie volcano waterfall £21), the 
door of levers (19), and a maze. 
Worst of all he ftacbo bis karnmg 
r$ #/f -who nib it of him, Should you 
need m wrest his knowledge irnm 
him, merely speak to him, care hilly 
agreeing with everything he says, 
fur disagreement angerh him. 

[10) Be cftrcfuS in this urea, One of die 
boldest and stupidest ul the 
knigl 1 1&, SJidern h.LS crawled here 
after a. retie m fght with Rod rick, 
the C’]iau^ Knight. Doubtless he 
will die here uf Ids wounds* a* he Is 
too siiff-necked to crawl back m 
hi*, brethren for help, 

(M) Here* you arc likely to encounter 
Set hat, who is old ami quite 
civilised by Troll standaidi — poor 
wreteh. Perhaps 1 should drop him 
in q torture pit for n few mnntfis tn 
change hi:, disposition. He hav two 
unlike]v distinction*. He is. the 
Abys/s chief rrider lei fireproof 
dragon sealed (he tonnd a dead 
dragon once anti claims tu have 
killed lt) h and he is l so far ai- l 
know, rhf 1 : world's g,rcftTcSU admirer 
uf rotwonn stew, 

(12) This* ia the usual station of Liikshi, 
such an unhappy trull. He U 
friendly with jn&t about everyone, 
Remembering thar humans have 
hE:csi nice to him has riveted his 
perspecTLve. FurtbiMtBlyv he hits also 
c it< & u n te re iJ R o d f \ ck ftb o u [ 


whom I will write more in a 
mo ute nt — 3u perhaps he wJ11 
become more fearful and violent. 

I .el uv hojic. 

(13} This it the home of Gmdinar, 
another unhappy victim uf Barnn 
Alnuie^ justice* lussed into this 
vhui:i[ul pit at mine to ror. Sadly, 
he hwnVi a fchcmiun in the ’.cm 1 id 
ftboVe. he is adept at fishing In a 
nearby pond ... and, unforninatclyh 
teaches others to survive in the 
tame way, I lowever, he doe^ cringe 
nicely when menaced, so he h -a 
wckomc riti^eii of my domain . 

{Id} RirW6tag T a troll of uncertain 
tnlclligencc, guards a small tieasure 
chamber. Should you wish tu gel Ai 
whatever the trull:> hold dean offer 
him a red gem; he adores them, pi 
whatetTr siste m quality. 

(1.5) Tltit is the noils' treasure ehdmbcn 
.i n tild shrine which is usually 
empty but for rhe Writ of Lome, a 
hiwnrival document important CO 
the Knights hut insign ill cant eo 
anyone else. (The chamber occas¬ 
ionally doti con Eaii i other rrcasuEt.'H 
but 1 systcm.lfieally loot it^ tor 
amusement.) 

(lb) This chamber wan once the great 
dining hall of Cubima* site of the 
dead knight's eclcbtations aiu! 
feasts. NpW, it serves a nobles 
purpose tin the dwelling of Rndrick. 

Kotlrick one of my SUCCESS 
stories, dejir Milabi.dk. Idt; dhcc 
belonged to the order uf knights 
whfch infests this level Over the 
years,, 1 haw enrrupLed him* 
turning him iigaimi his prdcri and 
now he lives only to hi diet pain on 
all a round him, especially Ills 
former brethrees I am sure you 
would enjoy his company. 

Ask him tu show you the nuaxt 
he know* sn well; lie ulom; currier 
tiie key to its door, 

[17) Rehind this sorter donr is a golden 
pi ire which I mt to tempt knighss 
m Their duuiTt, Hiis door harbors a 
difficult secret. You only open 




it by flipping its levers in n certain 
sequence (silver* gold, |^i)l(l } silver, 
511 vpij gold). 

(18) Should you A ml my instmetinns 
about the icertt door (17) to be In 
error — 1 am recalling diem from 
memory — them examine the 
gniVes-luiics here; I heir I titter ip duns 
provide the vine to opening the 
secret dour guarding the gulden 
plate, (It the color of the dor* on 
the letters 41 1 " which providet the 
epserninl clue.) 

(19) At first thi> room wa* puzzling, 

unlil 1 iiuciced C1 1 :iL unc of the 
levers on the vmll Could easily he 
retie lied with :l pule. Thin lever 
raised a plarfonr Thai I con Id jump 
tu I liu L gave cue iLccesH tn anulhcr 
1 ever., which raised another plat¬ 
form, and so on through the room, 

(20) A little experimentation soon 
bracked ibis mystery, lb the fight 
arc IWu dials and two button*, .leh 3 

in the center of rhe room h an 
eight-by-eight tile surface but 
rounded by water. The bur ions 
i nine (top button) or lower (bottom 
button) rile on rbc eight-by-eight 
floor by two steps, and cadi of the 
eight adjacent riles by one step. 
The dials determine which rile is 
activated. The left dial designates a 
row (east-west), and the l ight did a 

column (north siiiith}; Eiiu tile 
where the row and column 
intersect i* the active rile. Ini dally 
The southeast corner n active. By 
raising llie correct files, vim can 
then jump from them to the plat¬ 
form in [he nui (liuiibi corner. 

(Alternatively, you ran simply 
jump through the illuttiomiry wall 
lorated j UHt mirth of The :-.nu i h west 

corner!) 

(2D This is a truly beautiful place, if 
you cars get to ir. 1 recommend 
levitation, or water walking and 
jumping lip the hills. 


U) 

( 2 ) 




(3) 

14) 

(5) 

( 6 ) 
(7) 

m 
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(10) 

( 11 ) 

( 12 ) 

(13) 

C14) 

(15) 

(16) 

(17) 

m) 

m 

( 20 ) 

( 21 ) 

( 22 ) 

( 22 ) 

(24) 


(25) 

( 26 ) 
(27) 


L#eve 1 j Four 

Linnet (knight) 

Duma I ion I ls( 

(leader of the knights) 
Doris (knight) 

Kyle (knight) 

Derek (knight) 

Irisch {knight) 

Ree (knight) 

Battle site 
Fc^nor (knight) 

Bidesi (knight) 

Set bar (trull) 

Lakshi (troll) 

Orndinar 
Raws, tug (troll) 

I folli" treasure chamber 
Cabin ls' dining hall 

(RodridO 

Secret dour 
Graves tunes 
Platform and lever room 
Platform and dials room 
Alcove 

Knights" armory 

Shrine 

Runes tones 

RunGSTones 

Runcsicmce 

Loot 









































































































1^15 V'KJj FlVJi 

F 11ih> level is inhibited by gbwU (which 
j;ivr it a cheery alnlutiphcrc) and AO 
outcast ot two. Once upon a rime, it was 
rhe (unctiDiukiy level of the Abyss bill of 
niuviing ebarttbefs, the tomb* and so 
frirfb- 

U> Tii is is the home of Shrink! irk., ;i 
most unhappy ghoul- Khu led some 
human* h>Eig ago, and watched 
their hopes of civilization and 
peace mumble to dust — isn't duu 
nicer Bette t, she and her follower's 
had to survive un the bodies of the 
dead, and became as they arc now 
hidumis, wretched gfciout:;. Their 
story wann-s imy heart. It is said she 
know? where the liaEr uf die Sword 
Culihuru ta hidden. 

Nearby, yon may Find I£yc snack, 
:i ghoul. Once, in the time of 
Cab in is, Kccsnack was chid (Hi list 
of the Abyiv, and still knows rune* 
which can cause interesting cfleets 
clactvhcrv in the labyrinth. 

(2) This is the dwelling nfMarrowsuck 
once a tailor and bootmaker, 
now a ghouL l suppose it is 
Marrowjnjck who keeps ihe urher 
ghouls clothed. 

^3} Should you ever wash In enter the 
mines of the Abyss, First seek mir 
Kncenihhlc here. Knee nibble is 
another ghoul, hue in. life wjk the 
operator of the mine dispatch 
chamber — a locked chamber 
which now is rhe only access lo the 


miner Unfortunately, Kneenihbk is 

the only soul, living Oi* unliving, 
who knows the combination to that 
chamber. For a bribe of fish, he'll 
provide that information, or ro 1 
hcitfi never having had a need TO 
poke about in the mines, i havent 
extracted tiie conibination from 
him. 

(4) Mere, on a stnrcy Rhelf overlooking 
rbe lava flcnv, you might encounter 
Judy* a living Testament to my 
genius. Once j mage ol the Abyss 
in the days before its cEillap.se, she 
ivjm the lover of u fighter* Tom. 
Theirs was a pur feet love-, how 
could 1 resist destroying it? As they 
look a lover's walk beside the lava, 1 
sent a heaElles-K up it? kill poor lorn* 
3 c a vi ag j u dy sh at t c red * b roke n - 
hearted. After so many years, she 
earn lot even remember [he fcarutCS 
of the man she mourns, which only 
adds to her delicious agony. 

(5) This is the dwelling of Anjoiy an 
alchemist — mid* il I must admit 
it, A good out His researches into 
the transformation ol base metals 
to gold have advancer! that art. 
Fortunately, he it tormented by the 
fact Unit he Will never leave the 
Abyss to pro lit Irani his know¬ 
ledge, or share it! If you visit him to 
scrip hjs knowledge from him, he 
will implore you to extract bin 
essential reagent, stnim, iroin the 
an li icti he will trade the sen11 for an 
appropriate reward of gold, should 



,, + 7 HxLudc detents on the 
merry tortured soul5 u'ho 
live wicf'jin tlicsc depths: 
feel free to plug with most 
oj- them os you please. 




you, deaf Mahibclle, decide TO 
increase your treasury 

Thu eastern end of die chamber 
icivcs as a shrine, 

f6) A secret door, 

(7) Tliis is the final testing place of ihe 

haft of ihe Swprd Calihurn F erne ol 

Sir Cabirus 1 precious, m Usmans 

(fl) Here 1 > where The bonus at my 
brothcr s trar'imoTi, sl'iuuId have 
been pur to rest. Naturally, I left 
them c he where, n happy aul at 
sacrilege; J enjoyed it greatly. 
Because of it, il am sure thill 
GurmnuiH spirit must xvander 
■eternally. 

(*IJ hi this chamber is hidden the Ring 
of Humility* another uf Cibiruf 
woefully virluoui, lAlism&ni< Should 
Vuu wish to look (or spit) upon it, 
come to illia chamber, but, at all 
times, f/ay fi&ttt tht chnmhrr's 
renter. A i]iiiie irritating delay 
u waits any who step into rhe center 
of the chamber. In iho four turners 
of the chamber* you will find 
awircbe* Flip Them in tkiv order: 
northwest, south cast, northeast, 
southwest. The ring will he tu 

vealed ta yon. 

(1(1) Remains of a bard whn dared U> 
visit the Abyss; ;lv of a lew days 
ago, various meaty parts and his 
bag, c on 1 a in i ilgr li Hutu, &f fe 11 
remained. Doubtlc« even less will 
be there to survu you as a hind mark 
when you visit. 

(11) 11 lu minus sif Level Five. It is here 
that the alchemist Anjor has ton ml 
true t * li-F liis p reel on i matcri.Li, 
y-jftf intrt. 

(13) Here lie the run hi ns of-.i gloriously 
misguided fool, to whom T mmx in 
truth he grateful far planting the 
seeds of my delightfully malifieent 
realm “Sir Cabltuy, 





























ILevel Five 

(11 Sixjnkli.k and Eyctnack (ghouls) 
{2) M^rdw^ick (ghoul) 

(3) Knccbiibble (g! hoiil miner) 

(4J Judy 

(5} Anjor (alchemist) md shrine 

(6} Secret door 

(7) Mmfk of Calibum 

(S) Caramon's Er.we 

(9) Ring of Humility 

(10) Unknown bards rcn%nins 

(11) Mines 

(12) C*luru$ h grave 

(13) Loot 

(14) Chosf with loot 

(15) Mantra scroll 

(16) Spell scroll 

(17) Gliual with loot 
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3_EVRL v'S lX 

Oiwe jf«i riiiiL'Ii the sixth level, yuu will 
begin to fed mure ai home, It is rifiJ 
VA(h niH((eii. Not n-nc, cd course,, marches 
your dear Tyb.sll for might or wit. Many 
sire far too drtunut| you rtbjfor enreruin 
vDu^tlfm^ying them to vine. 

(!) Thes t arc the chambers ol Ur, 

Owl, & scholar noted for his ihorr 
temper and Dveresiiro-ition cd hU 
powers, Murgn, the mult impris- 
uned on the third keel, is liii. 
servant, and the good doctot is at 3 
loss to continue his studies without 
the mutt- It is ironic rhat Dr, Owl 
hnOVT? rlu location ol the Wint: id 
Compa^bn, since he has so link 
csf tb-.it failing him&ell- 

(2) Thrse arc tlic quarters of 0rotui5 p 
who Is, without doubt, the hutkai 
qf the wizards in the Abyss- t have 
had my minion* suggest to Him 
that every moment wasted is an 
eternal loss TO hts research: con¬ 
sequently be docs not even spend 
rhe time it would rake to walk 
across this level and deliver a book 
he hu promised to Morluck. 

(3) Mere reside* another mnge P named 
Morlock- His own magical re¬ 
searches arc stalled, for h* await* 
Tin i m p t>r tan t book now held by 
BtortU*. It k said of Matlock that 
he knows tlic true location of Sir 
Cubitus* Book of Honest) s bur he 
is too busy with his researches io 
do anything worrisome With it. 

(4) On this island, surrounded by fova r 
resides the Golem, who once tested 
the mettle of Sir CabirW warriors. 
Sir Cabiius* tali s mart, the Shield ul 
Valor, is in irs possession, promised 
as a pri-Ac for any who rlefenth. [he 
Golem, but the surrounding lava is 
m'j daunting and rhe Golem is so 
mighty t dev not fear that the shield 
will fah into rhe wrong hand*. 

(5) Here you will find one of rhe 
Abyss's more i mere suing features, 
the 'talking Door, I know little oi 
rhts object, **ve Hint ii knows some 


magic, boasting of its mastery o± 
the Sbftt Lightning spell. 

(A) In this area, you might encounter 
Ddanroy, a hedge-mage with little 
tn recommend her. She spends 
most of her rime searching for her 
favorite candelabra, which was 
sLulen by the madman Znk. 

(7) This is [lie usual haunt of NilpcuU: 
he knows much about the Golem. 

(Bj I lere, you might find the mage 
lllomO, .i iceke-r of knowledge. 
Fortunately for me, hr is not so 
hungry for knowledge that he 
would dare So set foot in my tei 
riiorics-, 1 lowever + his dear friend 
Gurstang h morr ad venturesome; 
you will not he surprised to he nr 
that it hai been some time since he 
has heard from thin Gurstang. 
They sought the Key of [ruth, an 
item of considerable interest to me fc 
hut so far I Hjvc been unable to pry 
the truth from Gur&rang, or 
capture I Homo to ex trace know¬ 
ledge from him. 

(9) The nidge G ml wail, ohen found 
here, knowi how to find a ^ 
nmc^oiw- if you need such a thins 
for your own studies, you ehmild 
speak to him. Tef 3 rather difficult 
procedure, one designed to trick 
the unwary inm dying at the 
bottom of a pit. 

G ml wart will inevitably ask U 
wish TO increase your magical 
power. For ou«, tell the truth] 
•Yes." 

Travel then tu (19) to carry 
hi* obscure instructions. 

(10) 1 Ltre, you may find the senile map c 
Shenilor, whose great love was the 
old Academy, lie was crushed in 

spirit when rhe collapse occurred. 

And can do little now but extol the 
long lost virtues of the Academy, 

(11) Here* find Raiuhni, hut do not 
speak to him of me. One of my 
millions* the mage Vilu*, Stole 
from the Academy's library a book 
of great significance ro him. On 
the other hand, should you detide 


to ivrest that book from the 
monsters that now hold it (Kanrhru 
knows where to find them) you 
may convince the wretch ro teach 
you the little he knows of spell 
casting, 

(12) Till* is the home pf the diviner 
Fyrgeu. He IS expert in a school of 
j-nagperaft which interests me little. 
He has learned to prophesy ro see 
visions of the world h both past and 
future, after burning ctick's of in- 
ccilke in a special Way. If you wish 
to leu i n his art, speak ro him. 

(H) A master mage uf muniras, hy 

name Louvimn, is often here. 

(14) Here, you might find Dominut, the 
self-proclaimed master of 
knowledge m the Eijthr Talisman* 

cl bit Cabina#. However —- and 
rhis cannot fail to entertain you — 
he is a master only in that he can 
recognise them when he sees Them! 
He lias not one whir of information 
about where they may he found. In 
him you can see the caliber of 
Enemies who oppose me. 

His knowledge extends in other 

arcus its Well, For m fee, he wi]] 
attempt to identify arty oilier magic 
Ucin you might pawse^g, 

US) In this place, very difficult ro reach, 
in rhe Book of Honest); one of Sir 
Cabhus eight faJLsitujn*, It of 
tourse, dreary rEadirig, 

Ub} In this tiled Academy chamber, if 
you pry up the tile where thin 
number ih marked., you will he able 
to lerok upon another of CahiriEt' 
vight ralismans, the Wine of 
Compassion — perhaps the most 
draught ever dttaiLted. 

) A cache of ingenue, doubtless drop 
ped by ihar wretch Fyrgen when 
of my minions was chasing 
^iin. 1 mention ir as ft landmark for 
you, in case it it still in place when 
you visit. 

^ 1 his is the library of the old 
Academy, 1 know that rite re must 
be hfsoks of Contiderahl^ power and 
con sequence here, hut 1 have not 


had the rime or opportunity rn 
catalogue them. Perhaps rhut is 
something you will consent to do 
for me dll ri l ig you r stay 
<19) Thte h where Gralwarr expects ymt 
to begin your quest for the Via 
runes to no k On ihe wall arc rwo 
h;inneJ's. On ea^h banner is an eye. 

Run at the wall between the 
two eyes, as Eliuugh tn harm your 
st-lf ... hur yon will not he hurt. 
You will disappear by magic 3 Lnd 
irL-.Lppe:ir n the place Jab died (30), 
Running between rhe banners, 
in eld dually, is how you "shnor 
bcnvee]i the eyes," 

(20) dhe spoil thar whisks you from rhe* 
wall between rhe eye 4 ; ?end^ you In 
ill is pit. At ics bottom you will find 
emeralds and rwn buttons. Help 
yourself lt» the emeralds, but ttk* 
no less tlian four. 

Now, walk up qne rainp and 
turn around In focc the bottom — 
that If, look down the slope. Turn 

slightly ho that you lace one of rhe 
walls. From thm altirude and 
position, you should be able ro 
jump up, 'Hie pit ban two |oveb_ stj 
jnu hivet TO jump S’lxivr. 

Now to one of the comers uf 
the room and face the room's 
Center, before you is a blue marble 
pede.srql decorated wuh banners 
Take one nmerald and throw ii 
o n r o T h e p e dc & t a I. Repeat r h \ 
pftuedure from each corner of ihe 
rmam, You've now U p ur m ewe raid 
on each nf rlit^ four pedestals." 

Rut urn i ei the bottom of rhe pie, 
and push rhe gray button. At la^r, 
the Jiif rune will appear. 

And though Gralwart did not 
fell you how to extract yourself 
froni the pit, you will find that rhe 
orange button is worth preying, 
ton. Do not do HO before yriLi have 
the rone in hand, however. 

(21) A ieerct door lending tu the hidden 
die of the Rook of l IvncjiTy. 

(22) Here lie* tile book that R.lii thru 
fecks, but it is ^vcll guarded. 





L,bvei.. Six 

( 1 ) Dr. Owl (mage) 

(2) I3rdmmtmag6) 

( 3 ) Mortock 

(4) Gnlcin 

{5] TftHdngDoor 

( 6 ) DcL&nrey (mage) 

(7) NUp^iu (rrksigc) 
lUofno (mfigc) 

(9) Grid wart (mage) 

( 10 ) Shcnitur (ntagc) 

(t 1) Ranthru (ttWgt) 

(12) Fyigen (mage) 

(13) Louvflon (m age) 

{14) Dn minus (mage) 

(15) Book of Huntrsrv 

(16) Wi rsc of Companion 

(17) Incense 
(IB) Library 

(19) Batqticri 

(20) Pir 

(21) Secret dom? 

(22) Book 

(23) Runcstufl.t 

(24) Loot 

(25) Min era scroll 

(26) Loot 
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LfEVSi- Sea-ex 

Tlii^ Mftkibdlc, is mint own level of the 

Abyss, wlicic ymi will al 1 tvs*I find your- 

self completely y ±It >n d weteume — you 

Dllly> of ah the creatures on this earth. 

No magic but mine will function here. 

H) Keep your eyes open in this area, 
Qtfdon. ft fmiihleSorne adventurer; 
brother of one ot my prisoners* 
haunts clsesc parts uHUidty p l 
rn u st ad m i t h wi i h ft rro ws 1 n his 
lim^y and knives in his baL-h, I5i.it 
he is persistent, and hib managed 
to make ortAvitli one of my Badgn 
of Passage, medallions I give io my 
tnimnna to gi ve them free passage 
through This level, [ ihiub he will 
pofle no daEiger to one such as you, 
but 'tis best fd be careful. 

(2) You will ako find many guard 
stations- strewn about my Abyssal 
level. Guards here know to demand 
Li Budge of Passage from all erav 
clicrs; I enclose one for yuut Use. 

(3) Thk k the resting-place- of one 
Nftruto* another pathetic mage 
from Lhc sixth level. My minion*, 
pretending sympathy, have spoked 
to him more that! once; lie ueeka to 
learn why bin magic does not 
function an my level. He know* 
chflt my Orb is re^punsibk, but dot 
where it tames hum; to he cannot 
do it harm. Given enough tunc, lie 
might mutually hnm how to destroy 
rny Orb; bul r of course, he will not 
have enough time. 

(-1) Thk is my own charming prison; I 
hope you will visit Ii dining youf 
stay- In Ilian Lirem, you are likely to 
find my troll Jailor — that is both 
hi* occupation and his name He's 
a uhuri nerp both utterly corrupt ami 



utterly incorruptible* as you will 
discover wl lc e i you deal with hi pi, 

(5) ‘Jliis is the prison cell of Dantes, ,a 
wretch wilt! annoyed sue by seeking 
to plunder treasures I have reserved 
for myself. He has provided me 
with rich amusement. Determined 
In rsLdpe, he has “secretly" dug 
himself ft tunnel in ,L trcedoni/ Gut 
3 iis path lends to x lftva flow which 
he rannnt crus*. All that grueling 
work lifts led him only to despair. 

(&} In thin cell, you will find Kiiliwiftii^ 
a ei finer, imprisoned for hmtiah 
ncs&r He is said to know something 
of the crystal splinters one utx-a* 
ionftlly finds in the mines; J will 
wait for your arrival, Malabo He, 
before torturing him for that 
knowledge, aa I think ycui would 
enjoy watching. 

(7) Another prisoner ut mine Is Fintor. 

1 have kept hint as a per for many 
years, bartering at his sanity JEid 
watching the many pieces nf hb 
once-strung mind fluke away. E ie is 
j [ rove rsf knowledge on t be AiihjeCE 
of secret doors — hut ihcre is no 
secret donr ut free hint, of course, 

(fi) My prisoner Golinftrd lift* ahiiost 
ceased to be ut amusement. His 
drive for escape U gone. I lowever 
— and I .nil sure you will ftp 
preelate tins — I have Thought of a 
Wily to E-evitatke his ftgony. Some 
rime av.u. 1 found j drawing of the 
warrior Tom (you rcuLeEubcr rht 
tormented laic of fom and judy n 
who still lives on the fifth level!). 
After due thought, I let if flutter 
into Golirtard s cell. Soon enough, I 
will te 13 him its significance: " 
how* if he were to deliver it to Judy, 
some of her agony would be 
diminished, flur knowing that he 
will never reach her* his own agony 
will spring ag:iui to Isle, and his 
misery will opCti again brighten [hc 
prison chambers 


This prisoner is Smondcn, Him I 
have broken, and continue to 
break, lor af| his myriad crimes 
against me. He conspired with rhe 
spirit ol my long-'dead brother to 
bring me down, M c sought the 
three pieces of [he Tripartire Key, 
tliar he might enter the Chamber 
or Virtue ftftd do me &time harm. I 
think iliac, even now, he harbors 
soejIc knowledge ahour (hft key. 

( 10 ) This is the edl of CurKtang 1 
spoke to you of him already; he h 
the friend af rhe rhol Dtomo; this 
1 ™ s [he pair which sought flic Key 
°f fruili. Gars tang still knows 

something important abuut that 
key, but he ha^ nm long been a 
prisoner and 3 have not yet shat¬ 
tered his spirit. 

(i n He re is the prisonerGrifflc. He Js a 
survivor of niy prcRu-gang of 
miners, most of whom have been 
eaten during my mining cx- 
p editions. 

i^2\ I his i.H rhe entrance to my mines 
below, and it is here that [ have 
found the material a m craft my 
wondroiu* Orb, 

(f^J ( Uildeii hereabout* 15 q key that 
wilJ gkc yiiu access- into restricted 
areas of my level of the Abyw,-. 

(J4) Mi is i 5 tlic door ^vh ieh the key ju^t 
mentioned (33) will open, 


0^} i bis 3& a treasury, containing the 
crownv of many a kingly bend, jnd 
other treasures ^ well. Do note 
rhftt you cannot get here from 
elsewhere obi the seven 1 3i level; you 
muss first descend ro tile eighth 
level, then t;ikc another act E>f stairs 
back op to thiiiite + 

Hnforiunatcly^ my niinio f is p 

though expert «r dispatching 
h eroes and monster*, have had 
little ftucecss in cEiiuinndng the htip 
which hauntss this clnimhcr. This 
ohuoftitm* crcasurc, wirli ils love or' 
dpggereh faneies itself my enemy, It 

ll;l¥ heen CLtiLuiug eflOOgj'i to 5 volet 
me Until now, but it will piot bu 
long before J find myself scopsng 
w* hfes blood from the tied of etiv 
boor. 

(Irt) I his ih where I keep A rial, the 
daughter of Baron AlrmiC. Exccpr 
ill bcanEy, she Si. your npposste in 
[.'very way, being simple, vlrglnnl, 

sympathetic , Pr unfurtumitd); I can 
let you do no more rhan converse 
with hetj for she 1 $ Cmcinl to my 

plftllfS, 

(*7) llere t at last, h, where l p Tyball, 
(Lpeuni must of my rime. 

( 18 ) NuLe in my&d£ Oeic of rhy guards 

\x\v something gleaming in this 
chamber but was ion fearful 
to inve&ligate I mmi have hisn 
Hogged r .. 



















(1) Cardofi 

(2) Tybill'b guard* 

(3) Namtci 

(4) Tybdl% prison 

(5) Dantes (prisoner) 

( 6 ) KdU&tau (prisoner) 

(7) Fiftwr (prisoner) 

(8) fcluli nurd (prisoner) 

(9) Smonekn (prisoner) 

(10) GuretanE (prisoner) 

(11) Griffle (prisoner 1 ) 

(12) Mine entrance 

(13) Key CO donr at (14) 

(14) Door 

(15) Tkawry 

(16) Add 

(17) Tyball 

(13) Shmy object 
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ILtiV ki. Eu'i it 

(Jhi, ves* there ir thur eighth level, 1 will 
lake vuii there to ihow you its beautiful 
iighrs. It i* where the final Stages cjl my 
plan arc being assembled. 

(1) Here* or nearby, is Curasao, a 
queuing hero-fool- I trapped him 
an thin level, and now, my dcrys anti 
nights arc pomerimes delightfully 
interrupted by his bricks of rerror, 

I am sure that he i& very know¬ 
ledgeable about the content* of the 
eighth level, but be Is powerless to 
do anything abuut them. Once his 
nerves, arc completely ruined anti 
lie ny longer serenades me, 1 will 
pur him in my prison. 

(2^ Should yon wish to act another 
example of the correct end to a 
virtuous life, visit this she. Here lie 
the hones of my brother Gsranrion, 
•a testament to treachery 
O) This, at last, 3s the Chamber of 
Virtue, where 1 shall do all those 
things of which 1 h;cve written you 
In these many months. Do not 
worry that some taint of Virtue 
might escape it to afflict you, or 
any others only my powers, and 
those of the Tripartite Key (wh ieh „ 
in mithj doe* not currently cx;a>t) 
will open the door to ifcits chamber 
(4} Thin is the volcano which is the 
bean of the Abyss, 

(5) There arc to be found many inter¬ 
esting items of ma^ic cm this levcfc 
1 leave rheni where they fall, for I 
am h.h great in power without them. 

(6) Unfortunately, even here, there is a 
disgusting shi'inCr 

(7) This is the hesT vein of tlic rocks 
from which 1 made my Orb. 
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Hones 

Chamber ofVinec 
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.Ad vie a to the Traveller 


(From it Letter by Tybatl to Mataheih) 

Here, MatoMle, lit me impart to you a few words of advice to help you achieve 
{/)(:- /tnvtrii hveh <?/ way tovitfy Abyst, 


Doors 

xMost n£ the doors of (Slc Stygian 
Abyw* though old, arc made of thick 
hardwood, Should you lack a key 
allowing p image through a particular 
dour bat need to gat through anyway, 
break the door down with £i weapon. But 
use a weapon ^ « d/motify or */" 

/oil/ ynflfify* the dour 15 likely lo do it 
□tore damager Save your best wc£i|>o ns 
for combat. 

RcpniringJfoma r and 

Weapon* 

Combat, and the doors 1 ju$t 
Eiirncioncd. take their toll on armor and 
weaponry. When travelling the Abyu> 
f.ike note on your map of the location of 
my flnvifo you might see. These objects 
allow you to repair armor and sven|>nns h 
but me arc rot> heavy to carry. Thus, you 
mu.Ht visit one if you find a need to repair 
any item. 


Informer* 

The denizens of the Aby*s have few 
surviving neighbors. Co^wquciulyj shey 
gossip a great (leak and anything hcl-ci or 
beard in onc part of the Abyss Is likely to 
he known everywhere else in a short 
time. If you steal something or attack 
someone and a witness survive* to carry 
fhe tale el sc where F the wit n cut will go 
back to bis tribe by the following night 
and tell everyone what you have done. II 
vuu commit too many acts of this, sort* 
you may find all the Abyss s tribes 
turning hostile to you, 

Liz&rdman Speech 

Should you find yourselfstranded In 
the territories of [he lizardmcm you may 
discover a sudden need lu communicate 
with them. As tew of them spenk the 
human tongue. \h best to learn a few ol 
rheir words- Qr. the following page. I 
give you a short glossary of their terms; 
carry il with you or learn their speech 
from it. 












jJzarrimati r<? Human 

hi era..hcllu. gOudhyr 

'click „no 

Click- i ria**s.......- Sir C .dhf U> 

eppa., , mi ikm ,p. vp.ii,i visit 

tfi-Lli.. 

kri'kla.....lurkcr 

Mili.. ....enough 

sc] , rr. . .. ..I*„, „ + „, r givc 

Mr'click...... Jrtra nger 

son .....lh.m p... r „. ene my 

... +h . + „.„.,stenJ 

aseth.. yv 9 

sstrfth . .help 

Thcpa...... ...Jfcanfmen 

tlicsVUck ..hate 

thesh ..like 

ihit...need 

ff >sa...you 

U tgo ...... i . ... Murgo 

yeshnr'dick....Jiiciid 

yethe lhdir .,....kill 

ckk a.....Toad 


/ fumitri tv I^iumfman 


enemy,...,. 

enougli........ 


food. BJll 

___ ^.pkfcta 

friend.. 


-. 


goodbye.. 


bite.. 

..these lkk 

hello ........... 

___bica 

help 

..ttttidi 

kill. 


like. 


UsLardmcH.... 


linker. 

kri'kla 

me ........ 


Mui^u. 

. 

need.. 


no.,... . 


Sir Cabiru*... 


steal 


stranger.. 

..oar'elick 



visits.,,*.,. 


> « .. 


you.. 
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The Path of the Avatar 



Thfl Avatar's iuvnlvcinnu in the 
dovi 1 nihil tiFSbm and t ^ lc Abys* 

L well-known. I had the good fortune to 
apeak with i he Avatar after these croitt, 
and to get that worthy per hcmagv* PWrt 
SlOiy of Arlnr* reStUC, which l shall 
recuuitl here. 

The Avatar was brought here by the 
gliosT of ihc wizard Giiriimnn k und was 
unfortunately deposited in the bcdrwrn 
of ELimn Alifidci daughter Arial jutt as 
she was being kidnapped by the mage 
Tybalt. Convicted by circumstance, the 
Avatar was Em rLed into the Abyss, in 
possession of link but garment* und 
wit*. und charged with the return ot 
Anal to her father's keeping. Failure 
would mean death. 


Knowing nothing of the true events 
lending to Arii.it"* kidnapping, the Avatar 
nought to become armed and provisioned 
as soon as possible, and so wandered the 
topmost level of the Abyss, accumulating 
can-off equipment .mJ food, speaking 
with the wretches imprisoned in the 
Abpt, and learning ;dl ihar was possible 
to learn of die situatinn in die Aby&s. 

Through one of hh ghostly visit¬ 
ations* Grtfiinnui revealed to ?Hc Avatar 
that sonic or all Sir Cubirus' lUghi 
TaUsmamt of Virtue had survived the 
collapse that doomed the Abys^ and dial 
possession uE those talismans might help 
ih’ts hero survive the dangers of the 
labyrinth, So the Avatar set out to 
acquire u s many of these as possible. 

On the Fekst Level 

While sVsmdering ms die first level, 
the Avatar found some items which were 
Eventually CO be of great worth. 

The tentry of the green gohlins. 
Lanugo, provided dir Avatar with the 
ree ipe for a disgusting brew called 
rot worm slew, which ivat- to be tii 

unexpected lu>e Inter. 

A vile, gum slug lat (IS) on the map 
of Level One) guarded an orb; the 
Avatar peered in to ir und learned 
something which meant little to the hero 
then but was to prove vitally Ifnportaiir 
much Inter. 

And the monstrous spider (at (20) 
on the map of Level One) was, until the 
Avatar slew ir. guardian of a uupply of 
wnndrous strong thread, which WOS 
likewise of great import. 


X 


A 



On the Second Level 

Having found the secret of the goblin-.' 
noxious privy (at (12) tm tiic map af 
Level One), rhe Avatar descended to the 
gtvmirf level. 

This level wai ihr domain id the 
mountainmen, slinn and briefly folk of 
great talent who do not like to he called 

dwarves. In uonvCrSaEtnn with their king, 

GiildrliirM. ike Av.uar learned that the 
memn tain men weie plagued by a gpzer p a 
power I ul mo in ter; the Avatar was 
uttered a rich reward fnr its des-tmcTinn, 
luii, not yet feeling strong enough to at* 
lack kul'Ii a mighty fat, the Avatar chose 
10 delay rhe assault on the monster. 


In cmwerttftion with the mounram- 
nuii smith named SliLik, the Avaiflr 
learned that rwo of Sir Cabirus' eight 
tldismailSp the Swurd Cali b um and the 
Shield nf Valor, had survived, though 
Shak indicated than the sword had been 
broken in two pieces- Sadly, Slink did 

no I know their resting places, so the 
Avatar resolved ro keep looking. 

Wandering furl her afidd, the Avatar 
ran afoul of another grear spider p and 
slew it, raking the item it guarded — a 
key. Nut long id ter, the Avatar dis 
covered that the key lit a door ({12) tm 
rhe map of I -cvcl Two), and beyond were 
the stair* to the third level. 
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On the Third Level 

Shortly after reaching t lac thlfd 
level, the Avar dr discovered xhc region 
inhabited by the Iteardmen, and found 
rwn worthy individual^ Ssccthirec <he 
lLa.ia.fJ man jailor* and Murjio the hvunafl 
prisoner Ffom them the Avatar was able 
TO learn the most important wordn of the 
li-znrdman tongue, which made things 
considerably easier. 

The Avatar learned that Murgu> a 
nunc, was in prison for mi-alinR food, 
midp knowing mercy for the wrctehedi 
offered pieces of hard-won food for 
[V|urgpii freedom. Sscetiiarec freed the 
mute. This net of kindness was to he 
well repaid much later. 

Another pitiable soul met by the 
Avatar was Zuk, a former knight whose 
mind hfld been bent mfd twisted out of 
shapes all the fellow now wanted to do 
was gather light's to keep the darkness ai 
hay. This, too, was to be a crucial meet¬ 
ing, but tl lc Avatar was noT w realise it 
for some time. 

hi further wanderings the Avatar 
nice Llilfl**, who in something of a sage 
of the liztirdm^in race, hhiass desired 
that tomconc of vigor and strength, like 
the Avatar, find die mortal remains of 
another Lizard man sage 1 Ohiika r and the 
Avatar obliged. From knowledge held by 
I shirt** and papers found with Owika i 
remain*, the Avutar vm then able to find 
rhe resting place al llie blade ul the 
Sword Caliburn, at TO on Level Hirer 
of Tyball's maps, after uncovering the 
hiding-place of the secret lever which 
drained the pond protecting it. 


On the Fourth Level 

l laving found a way to the fourth 
level, the Avatar encountered the troll 
named Sethaf, owner of u great many 
fireproof dragon teaks, and an enthusiast 

of rot worm H?w, It occurred to the 
Avatar that it is not a bad thing to he 
protected from fire (the scalen might be 
worked into a fireproof shield) and 
recalled rhe words of the goblin Lanugo, 
assembled the ingredients, and brewed 
ilp so ei ie of the fnsjl stuff, bet!mi ac¬ 
cepted It with grnTiilu.de and gave rhe 
Avatar a supply of scales. 

Much of This level was occupied by 
the Knights of the Crux Angara; they 
still strove to follow their knightly ideals, 
even in this grim and evil place. I he 
Avatar was invited to join the order., then 
spoke id their leader. Sir Darn», and 
easily p&sStd rhe ijLi.tia.tion test bj 
supplying answers Hut were honest and 

humble* At that point, the Avatar 
became a squire of the orders to become 
li knight required completion of a quest. 

Sir Dorm charged the Avatar with 
re cove ry of a Inst document* The Writ ul 
Lome, so the Avatar resumed exploring 
the level. It was nor difficult Co find the 
document's location, in « treasury guard¬ 
ed by the trod Rawstag, or to bribe the 
creature [with a red gem) to open the 

dnor* l bclkve that the knights knew all 
along where it wju and ufren u&ed 
recovery a* a rest for novice knight** 

Having returned the Writ of I ornc 
to Dorn a, the Avatar was charged with a 
second and greater tusk: Recovery of * 
golden plate important m the knigh^i a 
plate now thought to be within 4 
nn this level ui the Ahytb. Though the 
inflate had its own dangers, it was also 



guarded by a rogue knight named 
Rod rick, one whom no true knight had 
lately Itccu ahk to defeat. 

In further conversation with the 
knights, the Avacar learned other things; 
jit import Tiiseh dbdohed that a mad¬ 
man had stolen rhe Taper of Sacrifice, 
unc of Sir Cabin** 1 eight [;llbnuuw r and 
the madman's description matched ihar 
of /.uk, whom the Avatar had met 
earlier. Rlc mid of rhe puissant Golem 
which occupied part of the sixlh level. 
Derek, h gemivright, mentioned his 
need lor a quality gem cutter. 

The Avatar departed, studied 
gravestones that pertained m rhe quest 
fnr I he golden plate <19), and found the 
piirh rn the Abyss‘s old banquet half nnw 
used by the evil knight Rodrick. 

The fight between Rod nek and 
Avatar was, if h believed, one of which 
prx>[*i will sing, bus the Avtitar h with due 
modesty, revealed little of ir TO me. The 
Avatar w;u injured, but Rodrick fell. 
1’aklng ihe key that Rodrick held, the 
Avatar unlocked the dnor to tKc maze, 
ilien searched thoie labyrinthine hidls, 
life due course, the Avatar triune! the 
five ret door which guarded rhe golden 
[date. It would eh? i open to force, bui 
could he opened by manipulation of 
switches upon it. Initially baffled, the 
Avatar discovered their secret; the eodc 
Ch > Their opening had been ingeniously 
| B bcH>d upon the gravestones the Avatar 
h*d earlier studied. Within lEiuments. 
r lu- Avatar took pusSeiiHiisii of the golden 
plate n rid was -able m ren Lrn it ro Dorna, 
Hie Avatar was then fully knighted 
^rtd given the .Standard of Honor, one 
^ lr Cflibirus' eight talismans. for the 
^tviocs he had rendered. 


On the Fifth Level 

Thuugh the Avatar wished to tush 
haek up to the third level .ind acquire rhe 
Taper u^f Sacrifice from the mailman 
Zak, that would have led to much 
wasted motion. Rumuni held rhpr the 
other halt of the Sword Crdibum was- 111 
the hands ul ghouls, and flier ghouls were 
further below. To avoid making 
unnecesfijiry trips up jikK down Through 
the Abyss, tlie Avatar ell use to descend 
m the fifth level. 

Wandering through Level Five, the 
Avatar ruct Mmownuck, a ghoul — and 
unlikely tailor and shoemaker. They 
struck up a conversation, and the Avatar 
arranged, Lira payment of food, to have 
hoar* made from the diugouskiu vchJci 
and rough thrend secumubted on upper 
kvd$. 

The Avatar also met Shanklick, 
leader of the ghoul*. who provided clue.* 
the Avatar needed to fimE the haft of the 
Sword Cali bum. Tire Avatar found the 
secret door into I he (Oftlb*, at (6) on 
Level Five, and then found the hufs 
nearby, at [7), 

Anjor, another denizen of the level 
— an Alchemist, not j ghoul told of 
hi* difficulty in obtaining a rare element 
w h i ell would allow him to transform 
lesser metals iejlo gold. The Avatar 
volunteered to help, but tlrsx bad to find 
the neerer way into the mines. Another 
ghuul. Knee nibble, gave the Avatar ike 
necessary information; cbe Avarar 
tiet}uired the element lor Anjnr, who paid 
a reward in newly Ibrmed gold. 
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Three Tawsmans in 
Short Order 

Now rlic time was right tor u return - 
to the Third level There, the Avatai 
spoke to Zak. confirming rhar rhe 
lunatic was indeed in possession cl l be 
Taper of $rtcrifjce+ And acquired iHar 
object from him h>r an offering of food • 
Then, on the second level, the 
Avltlt negotiated with hhak^ who 
.ipvcJ to repair the Sword Calf bum for 
j payment of gold. 

While wailing for rhe sword to be 
repaired, the Avatur, having returned to 
form as a warrior* did hunt down And 
slay the gazer which had brought so 
much grict to the mou n tui ri mert. King 
Goldthirst mm s so i eu] i rented wish lid* 
[bat he gave the Avatar rhe gr:m. cutter 
used by Great Cou Ines 

The Avaiar recovered the Sword 
Caliburn from Shak, then descended 
again into the depths of the Abyss. 

Revisiting the knights, the Avatar 
gave the gem cut tor ro the gem wright- 
knight Derek. For I his grant gift, Derek 
told the Avatar how to find the King of 
Humility. unother nf CxhirLis' eight 
falfcmanti. The Avatar continued ro rhe 
fifth levels found ilic chamber Derek 
described (9) r and gained rhe ring. 

Finally* before descending to rhe 
Aittth level, the Avatar ran across another 
ghoul* this one (disgustingly enough] 
named Evesnack, who was nevertheless 
an accomplished flutist- Lending the 
ghoul a flute found on the fifth level, rhe 
Avatar learned some of Eyesmick's 
musical repertoire, including rhe com 
mon rune, "M a rd in"( Song of Wonder.*' 


On tiie Sixth I.f.vel 

Descending to the sixth level, the 
Avatar begun to run across rhe many 
mad mages who inhabit dial part of the 
Abyss* 

One mage was named Dti Owl, and 
would not have given the Avatar a cru&i 
of bread — had rhe Avatar not already 
reHCLietl his servant, the mute Murgo. 
For rhis service. Sk. Owl gave die Avatar 
directions m rhe Wine of Compassion, 
another of Cabins' talismans; the Avatar 
ewifrly recovered [hut object from the 
old Academy on this level. 

Another mage. Bconus, had a 
Trifling chore which i lie Avatar accepted: 
delivery of a book to another mage, 
Mur lock. But Mork.ck's rt?M-ard for fhb 
service was mil In the leU5t trifling; the 
mage knew fhc resting place nf the Hook 
of Honesty, another of the talismans. 
The Avatar had to return ro the 
Academy find -n sccrcE door (at (21) on 
the map of Level Sis), leap a lava filled 
chasm, and finally WU* able tG seize the 
hook (which lay ar (It) on the map of 
Level SlO, 

Nilpont Told the Avatar of the 
Golem, the creature living on the lava- 
surrounded island. The thing had been 
con st mute J for warriors to test them 
selves iigain-.ti only rhe mn&t valorous 
hemes COLlld defeat it, arid would receive 
rewards for their prowess il they did bo. 
The Avatar thought th.iE would be a 
good Lest of fighting ability; if the 
Avatar could not deleft the Golem* then 
Tybali would be roo great a match. 

Sn, soon enough. The Avatar foutstl 
The Golem's i&htnri. Here, tlic nc^' 
dragon sc ale boots came in handy, 


v 








allowing [he Avatar Eo traverse the lava 
unharmed ... and in si mighty battle, the 
Avatar defeated the powerful being. 
Imagine rhe Avatar's considerable 
surprise when the Golem bunded uver a 
gift ... the Shield of Valor, nearly rhe 
hist of Sir Cabimf eight ral Unitins 

Grulwarr ihe mage told she Avatar 
how to acquire a poWGituI Vflfi rune. Thin 
task ivas rnrher difficult, involving 
magical dUlokddon in space* arul leaping 
about ici a pit, hut the Avalur was able ro 
accomplish it handily. 

The mage Fyrgen had much to say 
of interest to tile Avatar. Fyrgen &uw 
visions after rituals involving rhe burning 
of ilicense. One vision involved ,i demon 

coining Eu debt ray nil ... jrul, noon 
enough, the Avatar would have no 
reason ro doubt the veracity of FyrgeiVs 
visions brought on by incuse. 

Louvnon, annflier ca&rer of magic, 
ma^rer flf mantras, told the Av*itur nf ii 
legendary imillra* now broken inlti three 
pnrts and luaE to history, the mantra 
w-uuld allow nnr to find lost Things. 

The Avatar found incense (»( (17) 

Oil the map ol Level Six) and sought ro 
put rome recent learning to work. After 
passing a hiT of incense through a tore IA 
tlame,. The Avatar had a vision ui part uf 
a mantra. Repeating the proff^ twice, 
the Avatar received two more visions, 
each with a different purl oS the mantra 
- the saint: tripartite mantra nf which 
Ltaivnou had spoken. 

By speaking rhe mumrj at a shrine, 
the Avatar was able to sense a direction 
toward the last of the eight talismans, 
the Cup uf Wonder. The Avatar 
repeated the pruccri in shrinen eih 
Afferent lev-eld nf the Abyss, using a 


fcUitE heniuric-il process whose nature 
I did trot Fully understand, called 
■*lriaugukuion/ and wan thereby able nj 
learn the location uf the chamber where 
the eup was held ((H) cm Level Three), 
Bur it w,is nowhere to he seen within 
Eilat chamber, no matter how long artel 
hard the Avatar searched. 

Ar last rhe Avatar remembered iht- 

wwds of the ghouNhllisL Lyesusick, who 
said of Murdimk Sung pf Wonder. IJ . 
i»oli play it in the right place,, wondrous 
things happen,' 1 In need ol il miracle, the 
desperate Avatar pulled emt the t'uund 
lliilc anti played the hong of Wonder ... 
and the Cup of Wonder, called by the 
Euue r ma^icalK' appeared. 

Now, rhe Avatar was in possession 
of all eight «>f Su Cabtrus 1 Talismans ol 
Virtue ... and m posicmiui) of the 
knowledge that somewhere, ■mmchow, a 
demon would he coming to the Aby&s. A 
demon Would be ol niueh greater 
tonsequence than a wi&ard such as 
TybalL .md rhe possible results of its 
coming put fear in the Avatar"* heart. 













On the Seventh Level 
amu Below 

The Avatir descended to the sev¬ 
enth level of the Ahy$s and kouti after 
found Cardon n £i badly injured fighter 

who had come to rescue his brother* a 
prisoner of TyhalL Cartiaiu wily and 
capable r had managed to capture, one of 
Tyball's bsidftc* ot passage, a medallion 
which served to identify TybaJJt mirlioftfc 
and give them eight of passage on this, 
level of die Abyss. Bui Cordon held Inst 
it in combat with Tyballs minions in the 
mines. The Avatar resolved to find the 
badge of passage and rescue Card on's 
brother. Ill is required extensive ^earth¬ 
ing and some danger, hut the Avatar 
prevailed and returned to Tyhalls sertion 
of the level with the medallion in hand 
... and it served to gain the hero passage 
past guards at TybalTs checkpoints. 

1 hti Avatar encountered ilia mage 
Nitniio, anorher who lived on the sixth 
level, Naruto proved a font of 
knowledge. Karuto’s friend had lound 
.ind Then lust a crucial key, otic winch 
would open a crucial passage down to 
Level Eight and thus to an important 
crown (see below). And Nam to knew 
that magic would not function on This 
level — except for TybulJ if own nnigtc, 
that is — an^l that it was a mystic orb 
which caused this interrupt ion in the 
flow of magic. This was a forewarning 
tli.it saved the Avatar's Life; not knowing 
it r i lie Avatar might have been 
unprepared, no longer armed with 
magic, when attacking Tyb all. Naruto 
opined that a fragment ul the material 
used to create the orb might destroy It. 


The Avatar soon found Tyb all's jail, hut 
was locked within it by a treacherous 
guard. No tilatter — the prisoners knew 
mo much and could get the Avatar to 
freedom again. Between therm they g?vc 
rbc Avatar two crucial 11 keys.' 1 One was a 
crystal splinter which allowed passage 
into the hidden tombs. Then, with the 
help of Narum's key, the Avatar readied 
the stairway down to the Crown of 
Navigation. The other “key lh was the 
entrance lu a secret passage that one of 
the prisoners, had carved. ‘Hiis opening 
blocked to other prisoners by a flow of 
lava, led to the eastern mines ol orb- 

mitttiaL 

The Avatar swiftly found and 
entered the bidden EOiilbs — whoSc 
entrance would not have been revealed lo 
one who did not carry the crystal 
splinter, as it turned out. From there, the 
Avatar continued exploring and 
following the map, evenrudlly finding a 
treasure room filled with crowns. 

In that chamber, the hem met an 
imp who wtis not .it all plea led with 
Tyhall r fl actions or plans. J lie imp gitvc 
the Avatar a magical crown, which, 
when vvut 11 „ would Set the Av,uar see the 
proper path through the maze that 
protected Tybalb 

Back on Level Seven h and through 
the secret prison exit, I fie Avatir found 
another stairway down, thin one leading 
to ihe niic where Tyball had mined the 
taw mac trials for his orb. and gathered 
U[i rocks that contained ibe orb's orci 
nearby, hidden underneath a skull, wiu- a 
key which the Avatar also took. Not 
Song after, the Avatar found die entrance 
to Tyhatlk maze ... arid wu* at long Iasi 
equipped to face the wizard- 


The End of Ty ball 

The Araiar wore the imps crown 
Into the maze, and was then able to see 
the gulden path (a "yellow brick road," 
according to the Avatar, but that hero? 
smile let me know that it was some sore 
of jest) which led to Tybsir? chamber. 
There,, entering, the Avatar Swiftly Struck 
Tyb 1 1IV orb with the orb rocks il ml 
destroyed it, breaking the orh r s restraints 
on magic, and weakening Tyb all in tile 
proves*. 

I he Avatar Elicit spoke cu Tybalt, 
learning Some details of Tybfllls plan, 
how the wizard intended to allow the 
demon lo inhabit the form of young 
ArialTybaJI was unrepentant ... and ilic 
Avatar, in noble but tic, slew him. With 
TjfbAlTs keys, the Avatar was able tn free 
Arini from her prison chamber, and 
dispaieh her buck ro her father. 

For the Avatar did not accompany 
her. Knowledge of rhe demon kept the 
hero from simply leaving the Abyss; [he 
demon might arrive and wreak havoc in 
the Avatars absence. 

The 'Tripartite Key 

The Avatir used another key of 
Tyb alls to reiiLEi the wizard’s must secure 
]>ri£on ccJSr, and found out more facts 
from prisoners there. The prisoner 
Spiimuten gave the Avatar a key which 

J ed to [he sire where jtn object vailed the 
I'tL'y oJ Courage was held. Jlie prisoner 
t^nr^istnj? gave the hero j clue to the 
location of the Key of Truth — a 
password which the Avatar must speak 
to Our* tang's friend Illomo. The 
prisoner Hid inn rd hud nothing so 
dramatic to offer, just an old drawing of 


u fighter named Tom. The Avatar knew 
the story of Tom — had, in fact, met 
Toms lover Judy cm the fifth level — and 
rcriolvrd to bring the picture to her. 

The Avatar used Smondtifs key eu 
gain access to a passage inro rhe upper 
reaches of the Abys^. On [he third level, 
in the chamber marked (13) on Level 
Three of the map, rhe hero did gain the 
Key of Courage. 

Soon after, on the fifth level, the 
Avatar encountered the woman nsuued 
Judy and gave her the picture of her 
beloved Tbm. A dramatic event occur¬ 
red: Seeing the long-forgotten face of 
her lover, Judy wep[ tears into thu 1 □Va 
below, and the Key of Love did appear; 
gratefully, the Avatar rook ir, too. 

Then the Avatar tracked down the 
mage I Homo on ihe sixth tevet p and 
Spoke Lu Eli in the password Tftltirmc' 1 ; 
Illomn then knew that the Avatar bad in 
fact befriended GuTttung. I Homo 
Concluded C1 LifeC a book In iht- library 
bearing the ward Folnnie would supply 
an additional clue ... that any other word 
m die title would have consequence, anti 
that praying a? ;i shrine mi^h[ help. "Hie 
Avatar sqlight out tile Academy's library 
And found the appropriate fo[jok a one 
titled T'ulanac Fan In." 

The Aii'is tar found no clue within the 
book, but eventually found rh;u rbc title 
was enough. in wit. the Avatar 

went to a shrine and prayed flictc, 
speak i ng ilic second word, “Fantn." The 
Key of Truth appeared and rhe Avatar 
gratefully accepted ir. 











Thu Bones of Gar ante n 

The Avatar slept after Tyb;it3'& 
detest,, but did nor sleep soundly, for the 
ghost of Tybill's brother Gammon once 
more visited the hero, Gantnon asked 
the Avatar to find his bones and bury 
rhern properly; which the Avatar agreed 
IQ do. 

First, the hero explored eh? eighth 
level of the AbyHK, and kmmL I he mail 
Cardoso, who knew something of the 
location of Gammont remains and who 
gave rise Awiar a key, one which led to 
thr Chamber of Virrue an thin level. 
The Avatar used his direction* and 
found ilm-sc bones. 


The Demon 

For tiic tiiit rime, the Avatar ,k>- 
tended in rhr eighth level of the Abyss, 
line hero combined the Key of Course, 
the Key of Lave, atul the Key u! Truth 
Into an stem of greater ntagir F rhe Key of 
Infinity, Then the Avatar used ihk key 
to giin acccii to die Chamber of Virtue, 
In that chamber* the hero threw each of 
the Bight Talismans of Virtue into rhe 

vnlfiLinij to release their energy necessary 
to trap rhe demon, 

Whin the eighth ralkmm entered 
the volcano* the Avalar was drawn by 
evil magic, with the Slasher of Veils, into 
the home dimension of that horrid 



demon* 

The Avatar knew that rhe demon 
hv^ls too great, too powerful to fight, and 
tin - hero also knew, from peering into J 
helpful orb found on the first level of the 
Abyss (and from clues in conversations 
the hero had hud with l run wit and 
Caramon), th;tT the green path was rhe 
put] i to salvation, The Avtitar raced away 
from the Slasher of Veils along the green 
path, until a green Moangatc opjened up 
in front of the hero; the Avatar leaped 
Through, til Britannia and tridety, arul 
forever bound the demon in the 
dimension the monster then ocaipied- 

Thus wis the noblewoman A rial 
freed p ihm wus the mage Tybalt slain, 
and tlius was the Avatar returned ro 
green Hmannia. 


The Avarsr then took them up to 
the fifth level and the tombs there, 
living rhe remains of Caramon To resE at 
the site marked (8) on Level Five. 

Gammon again appeared to the 

hero, greater ill pawer Lind knowledge. 
Hie gho*t Told the hero how to summon 
energy important to accomplish [heir 
task, and then how to cun Iron I and 
banish The demon, called [he frklfiher of 
Veils* which tbrsttened Britannia. 































H;iSTORY OF THE ABYSS 

hy joye, Librarian unit Archivist of Baron Atmrk 

Tv understand why tbt Jhmfar had tv deszertd into the Siygiiin Abyss, it is 
important t® know how the Abyss ww/f to hi\ amf bvu* 7y/W/ s the evit mage, 

%what he tints. This knowledge h*u tome tv uijbm the Avatar, -whofound 
papt'rs hefatigmg to the wizards 7J r&tfi/tmd Gttni won; / have condensed thait heft. 

The Stygian Abyss 


The &tor y of Sir Cabh'us and his 
efforts w colonize the Stygian M^b on 
the l*!e uf the Avarnr arc: well-known. 
Rather than repeat Corby's Memoirs cf 
Ctfhirm, 1 simply refer you lu that vol¬ 
ume; Is is widely known in Britannia. 

Not many year* ago. Sir C a barns 
died. His waa a natural death — though 
pvrhitps the strain of trying to rule the 

Abyssal Colony contributed to It, 


Not long after, the evil in the Abyss 
flowed through the colony, setting ult 
old enmities between the different race*, 
creating monsters in cvcr-grearei 
n li in hers. M ;l il y » L 1 he we in O US t C i » 
emerged from che Abyss to wrrnh havoc 
in Baron Almiie'i township TUld the 
baron, to hU great regrcl, was forced Lu 
call llpon Hinges to seal the mighty dooiK 
to the Abyss* so that they could only he 
opened from without. Tliu^c Still Within 
the Abyss were trapped there. 


Tyball and Caramon 

Some very powerful mages were not 
truly trapped within the Abyss; there 
were trill many mages who could come 
and go At will, hut who stayed because 
the Aby'fcH a fibred them many facet* of 
magic that they might study, The most 
powerful residents <ti I he Abyss wme two 
brothers named Tyb.ill and Caramon. 
They woe mages, but did nor dwell 
Among die mage* of the sbtth level; they 
were powered enough to dwell upon the 
seventh and eighth levels, being lUtlt 
L'onucnied with I he danger posed by 
inuusEcrs there. 

Their greiii interest was in phi mu 
travel — the possibility of moving 
Through the veil* between worlds. They 
tin ally succeeded in tearing th rough such 
.L barrier ... U1 their ultimate misfbrtuilr. 


Whcn they pierced the barrier be¬ 
tween di in elisions, a monster stepped 
through from the plane caf demon* to our 
own green world, it was a demon, a very 

powerful tine; its name was _ No, 1 

dure not even write it, for its eyes are aa 
fib at]? as LTS ears, even between worlds, 
[he brothers called this creature the 
Slasher of Veils. 

Powerful on its own world, it had 
the potential rn hfinme equally power! ul 
on RitTimmu, but in die momenta after it 
arrived il was weak by demonic si and- 
ards. The hrnrhen, horrified at what 
they had accomplished, were able to bind 
it, but Wcfd riul abk" to sc Eld it back 
whence el came; it rca-Lated ihcir efforts. 
The brother* immediately began new 
research so that they might correct their 
grieve? Uft emir. 

It became obvious that rhe demon** 
power wa* growing, Soon it would be 
gicat enough to shred its bond* ... then 
rhose who had bound it „ + h anil then 
attack all of Britannia But the brother*: 1 
researches soon began to bear EiuiL. 

Tyball mid Caramon developed a 
plan. First, they would build an impris¬ 
oning chamber and imbue it with 
viminus magic;. Second, Claramnn would 
lute the Slasher of Veils into the cham¬ 
ber where it would ire weakened bv the 

■«* 

virtuous energies there. Third, Tyball 
would shut the two of them i nto the 
chamber. Fourth, Garamon would rip 
Open the veil to the demon a own plane 
and lead the demon through. Fifth, 
Gammon would escape ihrough a porta! 
already placed En this dimension,, leaving 
the demon trapped there; activation of 
the parlul would t-eid the rips in the veil. 























dn nying rhr demon a chance to return Eo 
Britannia, 

With speed bnrn of desperation, the 
brothers began work, preparing the 
Chamber oi Virtue and making very 
cautious, furtive trip* into the demon 1 ' 
ic dimension* where they prepared 
Giramon's path to safely anti the portal 
allowing him return m our world. 

BiiC the demon r too, was at work. Ir 
correctly divined thai lyball wa. 5 ? the lets 
virtuous of the two brothers and begin] 
in speak inrn his thought?. Jt gave him 
knowledge, and promised more, St 
pfoi Elided wealth and power* great lies? 
and majesty. All Tybalt had Co do was let 
Giramon lead it into the Chamber of 
Vi runt and watch ,lh the demon are 
Guramnn, The Slasher of Vella would, 
then emerge ftom 11 lc C h,amber of 
Virlufi, shut it forever (rhar irs virtuous 
nature not infect the Aby&s); then Tyball 
anti the SUi&her of Veils would hreomc 
partners in destruction. 

On the day of the ceremony, the 
demon wns brought bdbre the Chamber 
of Virtue. The brother* treed ii fmin us 
crumbling bonds, and Gammon uttered 


a challenge and insult so great that the 
demon was obliged to lull li inU Ganmnn 
ran into the Chamber of Virtue* the 
Slasher of Veils at his heels, and called 
for hi? brother cu shut the chamber door. 

But Tybsll did nor do m-, he merely 
smiled and mid Gar onion of the great¬ 
ness that was to come, uf the ruin thar 
was to befall Britannia. The Slasher of 
Veils begun methodically to murder the 
virtuous brother. 

Dying, £ laramon was Still not with¬ 
out great power, Yer if Britanilia. were ro 
survive, he could nor afford to use his 
power tu defend himself. Instead, he ca*[ 
a mighty spell which, despite Tyball's 
best efforts, divtv closed the door m rhe 
Chamber of Virtue- The demon was 
hound in place, hut Gammon wus not. 
Mr- act vt sacrifice made him virtuous 
enough to leave rhe Chamber of Viiiue, 
and so he did* by magic; but he died 
immediately thereafter, and his remains 
wcic lost on the lowest level of the 
Abyss. 

Tyball was outraged by [hi* hirn of 
events, 1 li* bmlbcr was dead, his patron 
was imprisoned, ,10d he* Tyball, was as 










far fro m ultimata power as hr had rvrr 
been. Nor could he open the door to the 
Chamber of Virtue; all virtue had tied 
him. He turned again to research, trying 
lu determine how he might open I hat 
atlibbuni door. 

As It turned out* there! were three 
ways to do this-. 

The first iv a a to become utterly 
vinunuft; the door would then swing 
Open In gentle push ol the hand. But. 
utterly virtuous men and women arc rare* 
and it was now iimpossible ro cleanse ah 
the stain? from Tybalt soul. 

"Hit second way In find three leg¬ 
endary keys, ihc Key of Courage, she 
Key of Love* tmd rhe Key of Truth, and 
bind them together Into the Key of 
Infinity* an item imbuing enough virtue 
to open the chamber door., Tyball briefly 
considered Ellis tmesE. tui [he Keys were 
thought ro be in the Aby&s; bur then he 
learned about the thud way, and chose it 
instead. 

This third way was to find rasiueune 
of great virtue perhaps not of 
sufficient virtue to open the door 
himself but nf great virtue nonetheless, 
and .1 virgin besides — and sacrifice that 
person after a lengthy ritual before the 
chamber door. The sacrifice Would 
charter the virtue nf the chamber and 
reopen the rent into the demon's 
dimension. 

Naturally, Tyball chose i he third 
means. 

He begrudged the amount of time it 
would take So find ku me one virtuosi* 
tnou but wan in luck: The sterling 
character of AriaL the daughter nf Bacon 
Almric, was well-known rbrniighout 


AJmr'iLB dnminiurt. Tybalt took a troll- 
minion lo Almric'* castle, used bia 
magical power* to appear within the 
girl 1 * chamber* and rudely stuffed her 
into a sack* which lie then dropped our 
the window lu the waiting troll. At this 
point r nothing Aloud between him and 
ul til Uflte victory. 

Then it wa* that the miracle 
occurred: The Avatar returned i ruin 
Otherworldly wandering, appearing in 
that *df nine bedchamber, drawn by the 

ghnar of Caramon; for Gammon chose 
the famous Avatar to oppose Tyball. 
TyisiiiJ eluded the Avatar at that rime ... 
bur not lor long. And for This, we can all 
be graceful. 

















In the game Ultimo T/k 

Sfygitin Mys j* it isn't always enough 10 
know how ihe ,'\vnt-ir should liundlc 
tilings sometimes It’s Important to know 
Iirr2c tricks when dealing With your 
computer. Thin chapter will discuss some 
ut tho&e rrkks, cspvciolly rhone relating 
eo combat, and will give you locations of 
several nf the impel rtu lit runes, apdk tmd 
mantras found in the Abyss- 

Ca n tai n ers 

Tin* Avatar can acquire sever a) 
different types of container* In the game, 
here it a Vm of the eonminern and how 
much they can carry: 


Cftirfainfr Capacity 

Bowl....,...5 stones 

Crate-- - -12.5 stones 

Pack.......25 j-e^ilcs 

Pouch 4....I.............. 2 stones 

Small liiLg.....t2A atones 

Lore Skill 

The krr ska'll works better on objects 
in your inventory than tin objects L'ui e her 
away — in other words* you learn more 
about objects in your lurid than i ihscClS 
you can merely see. 



Tbe Automap 

The game's "Au tijn>cip” E"li fiction is 
very useful* but you cmj do more with it 
than just keep a running record of where 
you've been, if you flip eo the tenth or 
greater level, you Can use the full page as 
a note-sheet^ keeping notes about 
puv.Kles T coi ivers at tons P etc. It's much like 
a notepad ... except that you cant lose it. 



Jl. 























































C/m me ter Creation 

The rl^rcc primary ttllj jstixcmtiits fur every eh Arse ter are Strength, Dexter! ry and 
Intelligence* The maximum ^enre fnr any attribute is 3Q P slillJ the minimum (for the 
Avatar} is U. 

Each cbdiiMCTcr class (fighter, Enage, etc.) hab its own shining level for each 
attribute. Fur sample P the bask score* for a tighter are high Strength, medium 
Dexterity mid low Intelligence. However, :t rundintl bonus IF added tn these senrea in 
order lo determine the final scores for a Starting diaraCLCE. 


Clast 

Bard 

Strength 

h ietEiunitj.. ...... 

Dexterity 
.] Ligh ... 

Sntelliget 

Druid ... 

.High.. 

. . - 


Fighter .. . .. 

.High... 

r .„.Medium h—.. 


Mage 


__ .Medium... 

.High 

Paladin .. 


.Hifih... 

.High 

Ranger .. 

.Medium... 

.Medium.. 


Shepherd *.. 



.,, r , ir .Low 

Tinker . .. 

.High. 




* Hie ihephrwfi 1°^ Tiiwiram bumii l* t’feV,c e»■ lib ]uw l^ise rcoret 

\\ jTm* li*L-t ill iikimH j pajticulrfr irtmlHEC tfE' *Ufibl*EC KGK*, fiFPE Ul* the qhirt iW Ic* nrlr^r ihr d«W* 
whiidi LLHnn lIukU, V.11J ihfrfl iKVK cJwilcct* pot "aecri'hnK" trty uIi-thcIct virlau^ ijiilW boaitMi dan's 
1 -fell ltffcefe yiM n-uiE Usem. 

Ivwfl l]j*i comes Ynth it* sh*ip rr-juirrU ddfti* which Eha thfctttfKf Hedwt lUCOfTVI'kUlJL): k&th liw has 
rL.j\rj.>n.*l iliilUi ynni mjy -.flrb i uldHtirjrul H.’kjU^ In mii Jt 3«r^decl (Ur. 

TFir Fnllijwiii^ L-hiFf inli the AlI 1 1 in dJphlbf ELCal Greta T. follnivnrd k ilir cloaacs whkli iJrkrvide [hf 
thiiTBC.HI %vilh llilf aUil. (It eHc cb*i name in Elic Util! ■* tmr of a* nplninu*l choices^ l/iLnj. 1 ; tins tlun, 

ymJ can iclcCE [he dim which lllmwi yank 1m Marl with ihr tkiLK’s) lint italic. 


Skill Clms 

Acrobat. Bard, Fighter, Paladin , Hanger, Shepherd 

Appraise.. Bard^ Fighter* Paladin, SAiphmf* Tinker 

Arrack. i .lijut,. Druid, Fighirr*, Mage, Paladin p Rangcrh Shepherd, Tinker 

Axe,,____ Fighter, Paladin^ Ranger, Shepherd, Tinker 

Casting... Bard* Dryidk M?gc"i 

Charm....,. Bard* Dmid* Fighter* Paladin* 

Dcfcn«„...Hard, Druid p Fighter** Mage, Paladin,. Ranger*, Shepherd', Tinker 

Lore + fcfl;l+H+l-»-H M + PM ■■■■ Bard* Druid, Shepherd 

MfiCC ... Han/ Tighten paladin, Hunger, Shepherd* Tinker 

Druid, Mnge'i Shepherd 

Millie.. „, r „,Bard, Fighter t Paladin, Ranger, Shepherd, Tinker 

Picklock. Tinker 


Skill Class 

Kepih ... Paladin, Hanger* '1 ’ in ke r' 

Seine:Ei Bard, Fighter „ Ranger, Shepherd, Tinker 

Snreik. . . Hard, Ranger, Shepherd 

Swimming... Bard, Fighter* Ranger, Shepherd 

Swt>rd... .....Bard, Fighter* Paladin* Ranger, Shepherd, Tinker 

Track............. .Druid* Ranger*, Shepherd 

I laps............. ... Fighter* Ranger, Shepherd, Tinker 

Unarmed_,,_ ...Bard* Fighter* Paladin, Ranger, Shepherd, Tinker 


“ This fcv bnih up iwonwiC flail unct ari 4>psninjl -kl II, !G yuu cun tmPhi ^ni r * hanctcir^ iojtc by U 1E 

skill rwit r . 

tor CuriVE i NEiiiT, .19 1 riiip.c.l uihvlliCI wa\\ bcic arc Elkc ikiuriUcr i Ij’.kf H. the ikith lllrt 1 .Li. 1 r 112 r 1 _fcris.-jHv recent, 
And ll .K ^IjIIi ihty iruy tl«l » fcCtin?, 


Bind 

Auton lieElcI AltacICp Dctense 

Pick one of: I,ore/CKiirm 

Pick one oh Appraise/Acrobat/Sneak/ 

1 ^ec klock/ScaFch/Swim mi ng 

Pick one of: Mana/Cascing/S\vorEVy\Ke/ 
Mace/U 11 armed/N 1 Isa de 

Druid 

Automatic: Attack. Defense, Man a. 
Casting 

Pick one of" TfAck/Lore/Charm 

Fighter 

Automatic: Atrack, Defense 

FLek one of: Attack/Detente 

Fta-k Erne E^f: L Tei jrric. L i!/Sworrl/y\wc/ 

Mace/Mlwilc 

Pick one of: Swimmlng/rmps/Stardi/ 

C Ei at irt/Ae rohat/Appraisc 

Mage 

Automatic: Attack, Defense, Main, 
Casting 

Pick one of; Mina/GasTing 

Pidiidin 

Aummatk: Attack, Defence, Charm 

Pick one of: Appraiuc/Cliarni/ 
AcroEiat/Repai t 


Pick one oi: Unarmed/Swunl/Axe/ 
Ma£e/Miuilc 

Ranger 

Automatic: Attack, Defense, Track 

Pick one of; Traps/Acriohat/Sneak/ 

Seareli/S wli o ruing/ Repair 

Pick one of: Uilanucd/SiVftid/A^c/ 
h lacc/Missil e/Arrack/ 
Defertse/Trock 

Shepherd 

Aurotnaric: Attack, Dcfenst 

Pick one rjf: Un^iiKd/Swurd/Axe/ 
h 1 a^*c/^ 1 ) FSti I c/Dcfc nse 

Pick one of: TrapF/Seareh/Sneak^fradt/ 
Acmbat/App rai Hc/Lnrc/ 
Si\q mming/CaR ting/Mana 

Pick one of: Traps/S care VSrtrtk/Track/ 

Ac rob .1 \f Appni se/Lanc/ 
Swi nun i itg/C ,ts ting/h [ ,1 nst 

Tinker 

Automatic: AEtack, Defense, Repair 

Pick one of: Unarmcd/S 1 tvotd/Axe/ 
Mdcc/Misillc 

Pick one ol: Fickloek/Traps/Searel'L/ 
Apprud se/Repai r 
























































Combat 

C ft m b at in liic pmc is rather 
complicated. There is a lot to kum, and 
ji lot that doesn't appear in the program 
documentation, 

.Monsters jtf ft JPeoph ^ 

Remember, its not .l good idea tn 
slaughter everything tit ill looks like it 
monster. Before *iTiaciting, Le bevt tu 
Look at J beast; this will often reveal it? 
emotional ?tate (homik, upset, mellow or 
friendly}. Only "hostile* monsters are 
4tire to attack you. 

Mellow and friendly matures often 
have important information, and many 
tire willing m barter with you. Killing 
them will subornllTiaUy reduce your 
chance of winni ng the gartle- 

Ihtrmrge io Enemy 

'llictc ate H couple noways to deter¬ 
mined how badly Injured your enemy is. 

First ■, take an occasional look at the 
eves, of the gargoyle ll the rop nf the 
V r i r w W1 n d n w_ They'll give ynu a ji 
appfoK-imflte idea of how hurt your joe 
is. If the enemy i& healthy; The eyes glow 
green. Yellow mean* it's slightly Injured, 
but not too badly. Red means the enemy 
is in serious trouble. 

Second, twn bW spatters appear¬ 
ing on eh* tc-reen mean rhat you he 
inllsered a critical hit on your enemy 

Jumping 

I is possible to jump during corubar. 
YoU do Sft hy pressing 0 or fswiFfj]. The 
mouse doesn't allow you to jump while 
engaged in combat. 


Damage io Weapons 

Between combats, it's a good idea to 
Look at youi weapon occasionally. It can 
become damaged in combat, especially if 
you are unskilled in its usc T and 
particularly if you make several critical 
mi fisc? in a fight. Damage to your 
weapon reduces its usefulness and can 
even destroy is 

Notes o*t f}^ors 

Its possible to attack inanimate 
objects* and this is niftfit often done 
when you want to break down ji door. 

The best way to do this is m strike 
several blows at the lucked dour* then 
Look lle your weapon to sue it it is 
damaged and Look at the door in sec it 
il bus deteriorated, ll il has, not, the dear 
Is probably too cough to bent down. You 
can always cell when you ve broken down 
a door; it swings apeti. 

Shutting a door behind you when 
you're on the run from ji mnnstcr dne&rfi 
always gut you Eo safety. Many ere.nures 
can get through doors — just like the 
Avatar, no me monsters open them, some 
pick them and sonic break tlacm liown. 

Note that pu can Use a spike on a 
door, in order Co make rhe door harder tn 
open for anyone except yOUficlf, (When 
you want to remove the spike P simply 
Lipcn the dour.) 

Camtmt "iiatits 

The game aub-dividcs rhe View 
Window intn nine aquastu. This help* 
determine where your weapon will hit. It 
will strike whatever is closest within the 
square in which you begirt your blow 


Remember that cufflbat takes plur 
In three dimcnMonK. T'bis mean? that a 
high swing will never hit a nptwomn on 
ihc ground, nor will a low thmst ever lilt 
a bar overhead. 

If you want to aim your thnist into a 
creature^ vital*, use (T) to “look upf this 
places more of die foe in the bottom 
third of the ierccu, Similarly, use |T| ro 

"look dowrf in order to sir ike a creature 
on the ground 

Creatures can attack each other 
aeoidcntjilly, L-vyuciully if another citatum 

1$ between you and the at rocker. 
Therefore, you might want to fight 
multi -foe hat tic* in ll narrow corridor, 
rather than in a large mom; it limits the 
number of opponents who can strike you 
ur once, JLnd gives them the opportunity' 
to brain one a nor her. 

Note that it isn't necessary to out¬ 
fight .in opponent in order to kill it. 
Many cream res esifft swim, and drown if 
pushed Into the water. You can also push 
enemies ult cliffs ur iralu lava fields, ll an 
enemy i* heavier rhan you are, you might 
have ro run and jump on him in order to 
force him back. 

If you succeed with an attack from 
behind an enemy, you do extra damage. 
Unfortunately Lor you, this works Iul the 
rncsnsrers a* well bewirc of monarcra 
which sneak Lip on you from behind. 

If you caift scent to hurt & foe, 

perhaps it is immune In the type af 
attack you urr lining. Try some nrher sort 
ofnitack. or run away and return to fight 
ir bier, 









■s 

















Locations of Runesiones 

Rat re Ksy 

A ..Level Four; (17), (25) and (27) 

R P .,....Level tine: in luiekpsiuk Lit (21); Level Three: (6) 

C ....Level Four; (24) 

D.........Level Three: guarded hy spiders tit Oft) 

E...Level SL: (23) 

F .[.eveI Sis: granted by Ur, Owl (1); 1 -evd Six: (26) 

C,..Level Three: (19); Level Four: (24); Level Five: (14) 

H.Level Two: (20); Level Three: (■&) 

I .Level One: h rhe backpack at (21): Level hour: £25)- 

Lcvcl ESghi: wiih bones at (2) 

JL„....Level One: £23); Level Four: (17) artd (26); Level Five: (14) 

K. .I -eveI Six: in box at (24) 

L....Level One: in backpack: .tr (21) 

M ......_Level One; (25); LevelTwo: QU); Level Four; (26) 

N.Level Five: £14); Level Six: (26) 

O.......Level One: (23); Level Three; (15) 

P. r.,,.Level t wo: (21); Level Three: (15) 

Q, .. + „Lcvcl Four; (25) 

II ..Level Three; behind secret door at (lb); Level Fives (13) 

£.........Level One: in backpack at (21); Level Three: (6); Level Four: (27); 

Level KL^ht: wi rh bones m (2) 

T .......-,. PP .Level Five; (13); Level Fight: with !>uncs a! (2) 

U ...,Lci r cl Two: (IB) 

V .....Level Six. (20) (from discussion with Grahvarl (9)); 

Level Eight: with bones at (2) 

W ............Level Three: given by LhTass (5) once Ossika is found 

Y .Level One: £25); Level Two: (21); Level Three: (19) 



Locations of Spells 

The Avatar can learn several undocumented spiclls during the course I>l the game. 
Tills is a list of what they are and where they cun be learned: 


Spell 

Runes 

Where Cearnctf 

Armageddon .. 

.(VKC). ......... ... 

... "laugh r by Wisps 

Curse’ ... 

.(AS).. 

...Level Four: described r>n sc mil at (27) 

..... 

.(UP).. 

...Level One: on scroll at £24) 

M&nttir Summoning ... ■ 

.(KM).. 

,,-Level Six: In box al (34) 

Shed Lightning... ..... 

..Trd( VOG ) . 1 hid 1 |. 

...Level $be: the Talking Door (5) knows it 

Smite UtnkatL. .. 

.(ACM). 

...Level Five: on stroll at (16) 

Thiek Skit r... 

.(IS).. 

...Level Two: *pn scroll at (20) 

Water mik .-. 

.-.m 5 )...-. 

Level TJiree: on jieroLI ofTti^leekul (1.7) 



Locations of Mantras 

likewise, the Avatar must learn several mantras during the course of the ganvr, 
below is a list of ill the game s mantras (though the Avatar docs not have To tty to learn 

them all). 

SAlllfs) Ajfttted Mantra Ff&m /nMmn/ 

. FA I,....Level Threer in book at (11) 

Appraise .......11UNN..Level Two; on yen ill nr (22) 

Attack ■. .......SiA.......Level Tw tv. tin Hcrnll at (23) 

Arrack skills.......... ...SULIM RA....Level One: on plaque at (17) 

Axe .........GAM...Level Four: taught bv Kyle (4) 

Casting\ .. .....SOL. Level Six: In batik ill library (1 ft! 

Cham ..UN .. hJ-cv^I Two; on scroll at(24) 

Cup of Wonder., PP ., P ..1NSA! IN . . PP ,.„<. See Path of the Avatar (On the 

Sixth Level) 

Defittic .....ANRA.... . ......Level Three: on plaque at (20) 

Key ofTruth...FANLO___.....Scc Park of the Avatar (The 

Tripartite Key) 

...tiLAHK. . .Level Five: on scroll at (15) 

Matt ...KGU.*. . Level Four: taught by Cecil (2.) 

Magic skills ...................MU AMM.....Level One: plaque at Level One: (17) 

Mansi... ...IMIT . . Lvil Six: on scroll at (25) 

Other (killp + ..,.OM CAH .. l+ ..Levcl One: on plaque ar (17) 

Mmik ...FA I iM Level Four taught by Meredith (2) 

Pkkfack ...... A A NI......L :■ vel Five; ui i u 4 L at (10} 

Repair.. . ..- .LON_......__..Level Two: taught by Shak (10) 

Search ......LU>.....n^LevflTWo: on scroll at (25) 

Sneak ......MUL .....Lc^cl Five: un icrulli at, (17) 

Swimming .............. 0NO.. Level Tlucc: on scroll at (4) 

.....AMO ..... Level Four taught by Doris (3) 

Track .....SAIIF... .Level Three: In book at (15) 

Traps,* ...ROM M... Level Five: tm Herd I at (14) 

Utwrmed" *... >-< ... ..ORA .... ...... Level Three; on plaque at (14) 



oOf"V>> 































































































!(XDEX 


Location* and description* found in the maps and map keys arc IBred ben; In the 
form "XiY", when; “X" is the level and "V" t* the numbered foeation On that level The 
5i iL.il Mill where :1 L'fiaarjic Lizi ns object js normally found i:-. in bold; ItRVltiom where someone ur 
something is simply moilhfftcd are art plum Mtfl. I -H-watsons in the re^E ot I he bonk are noted m 
the nwrujl iramRT ( with page numbers. iVige numbers are in ita/iir. 

Thidci h “AriiiJ 1 :9* 7: lb. Jtf, 45* 51 " maw that: 

* Aria I is nimtiuiiL'd m paragraph (9) of the Level One map keys 

’ Arid in Infilled :lE © on the Level Seven map, and described in pr^graph (Ib)ofc the Level 
Srvsn map key 1 , and 

* Aria3 lenlsii mentioned on page* ?S„ J5 and of this book. 


Acndt?my 6:10-J1 B 6:1 6, 42 

Add dug 1:18, J0 

AlchcmUl 5:5*4/ 

Ancient IlhiEiimiud Seetsoflhe MnnnHhiiK 

1:5 

■\npr (skheEnist) 5:5, 41 
Anvils J 6 

Arid l:9 p TEl6»JA-tf.ft 
Armor J 6 

Armory nf knigbis 4:22 

Amomap 53 

Badge of Passage 7:1-2 * 33 

Banrui r* (with eyes) 6:19 

Batik Rite 4:3 

Bidcn (knight) 4:10 

Blueprints 2:7, 2:17 P 2:1B 

Bnlinard 7:S r 45 

Brtncs 

O&sikii’s 3:6 *40 
Garamciu 5:B, 8:2 ,36 
Book (for Rttntbru) 6:2. 6:22 
Book of Honesty 6:3.6:15, 6:21, 42 

Bootmaker 5:2,4/ 

Bow] S3 

Utogjt (oufc«t) 1=7* 1:13 
Bnnwnclan 2:1 
Bromis (mage) 6:2* 42 
Buttoru M3 P VA6 t 3eI* 4:20* 6:2fi 
Cabins" E£r*ve 3 :12 
Csdlburn rev Sword Cali bum 


Candelabra 6l6 
CarasitO &lp 46 
Catdon 7:1 t 44 

Chamber ■:« t Virtue 7 l 9, fh3, 36, 49-51 
Chaos Knight *t* Kodrivk 

Character creation 54-55 
Cecil (knight) 4 : 2 , 5 ? 

Cnmhat 56-57 
Containers >3 
Cwby 2:2.45 
Gate S3 

Crown of K avig.u ion 44. 35 
Crystal splinters 7:6, 44, 45 
Cuj> ot Wonder 3:11 ,33 
Da-ittes 7:5 
DccoMofonn 2:5 
Ddanrey (mage) 6:6 
Demon 4.'h 45, 36 , 49-51 
Derek (knight) 4:5 P 4 J * 32 

Dids 1:22.4:20 

Dining hall 4:16,4/ 

Dominiis (mage) 6:14 

Doors J6 ,56 

Doris (knight) 4:3, 59 

Dorna Irontbt (knight leader) 4:2* 40 

Dots 4:17 p 4:1^E 

Dragon sodcS 4:11, 40* 41 

Drain 2:1.9 

Dreg (green goblin scmry) 1:4 
Dr. Owl Z:3 r 6d,42>S8 


Lb (gray gnbh n *enrry) 1:1 

Emeralds 6:20 

Evesnaek (ghoul) 5:1, 43 , 43 

Falls 4421 

Partin 45 

Fe*rtftr 4:9 

Fintor 7:7 

Fbh 5:3 

Knhcr 4:13 

Folanie 45 

Fon n r n i n. h* *1 i ng w* 13 calmg fou itrain 

Flute 2:13, 5:10, 32,43 
Flutist 5:1, 32, 33 
Fyrgen (n wee ) 6:12, 33 

Gammon 49-51 
vide* Jff* 36 
resting place 5:8* 46 
bo net S:2* 46 
Gwwr 2-M,J9 r 43 
C m l-llckt 2;4, J: 5, 31,43 
GliouE I.cvd Five, 41 
Gold 5:5 ,31 
Glides l plate 4:17, 40-31 

Gold mine 2:6 
Gold and s i I ver duts 4:3 7 k 4; 1K 
GoJdE hirst 2:4. 39 f 32 

<sole in 4; 7,6:4 P 6:7, 4/ p 42-43 

C Jralwnrr (mage) 6:9,6:19 20* 33, 5ti 

Onvoftena 4: IB, 31 
Gray gi ibl in>t 1 ,mrl O ne 
Great Cuisines 2:4, 32 
G recti gohli m Ltv-iei O ne 

Green, palh and Motpugiire 36 
Grifflig (mift-er) 7:11 

Gulik (mKm) 1:10 

Gucittang (mngc) 6:8 P 7:10 ,45 
Hviyhard (unteavt leader) 1:0, MO 
Headless 5:4 

Healing fountain 1:19, 2:20, 3:10 
Hnwstone (mountiinmm miner) 2:6 
Hoard w Treasury 
1 Homo 1 ri siigc) 6:3, 7:10, 35 
UlutlOttAiy Wall 4;2Q 
Imp 7:15,44 
incense 6:12.6:17 ,33 


Initiarion as knij^hl 4:2 P 4r3-4, 30 

Imnwit (mouflEainmass csigs ritur) 2 ;7 ( 

2:1718* 36 

tcbhUA (gray hvn rriman) 3:5, 30. 5$ 

If sleek (li'Eardinan) 3il7, 5.H 

Jaacar {gray goblin) 1:11, 1:12 

Jail jar Prison 
Jaibr(rnoU) 7:4 
Judv 1 5:4. 7 :B t 4$ 

Jumping 56 

Kallisran (miner) 7:6 

Kerchav-al (cray goblin king) LI* 1:2, 1:3 

Key of Courage LI 2* 3:13.45. 36, SI 

Kc\- of In ti n iiy r 36 , 51 

Key of Love 45, 36 , 51 

Key of Tru eK 6 ;8 H 7: J0 h 45, 36, 51 

Keys 1:26, 2:9, 2:17, 3:12 13. 4:1ft p 7:J3 a 

7:14, 39, 3L 43 , 45, 46 
K rieek rubble (ghevu 11 5:3, 31 

Knighrs nf the Order of the Cnu AjuiOa 

Level Four, 30 

Kvlc (ksiigh t) 4:4* 59 

Liik-ilii (inill) -4:12 

Laruigo (gmrn gphlin ^ntry ? ) 1:6, 3S 

Ltvcrf 3:7*4:17*4:19 

Library (ot tile Acidcrtiv) ft: 18, 4J P 5P 

Lights 3:4 

Linnet (knight) 4;1 

I.rordman speech 3:3* 36-37, 30 

Li K.irdmr n 1 :5, Lc Vtl llirue 

Lon: skill 5.1 

Luuvnon (mage) ft; 13. 47 

Magics Level Sis 

Martini* 1:17 ,43 

list of locat ions 59 
1 aidii l k ;- So ng of Wonder 3:11,42, 33 

h 1 iirrowfuck (ghoul) 5 :2 , 4/ 

hUrxs 4:9* 4:16, 30-41,43, 35 
Meredith (knight) 4:2, 59 
Miner 2:6.7:6 
Mines 

mount ainm.in 2:K 

ghoul 5:3,5:5,5:11.4/ 

TjitaCs 7:1l h 7t|2 
Mining 2:6 







Moongntc 
Modnch 6:3. 42 
Maimtaii i men Level TV® 

Murgtl £ mute) 3i 3*, 6:1. 40, 42 

Naruto Image) 7:3. 44 

Nuvfcy Night- Eyes (spider) 1: 3. 1 :2th 33 

Nilpuiit £e7, 42 

Orndifiiir 

Orb 

fcnrtctliiig 1:18. 46 

TyUUV 7:3.7:12.8:7.4^45 
QrW 7:6, 6:7, *J 
Chunk* hero) 3:5-6. 40, 53 

Pack S3 
Itatwudt M .45 
Plague 3rl 
Pkifbrms 1+22, 4:19 
Me 4:19 
Pond 

I Winns {flying ami p0Jnj,n) 2:7, 2:15, 2:17 

Pouch S3 

Prison 

graygnbiin 1:7, 1113 
limln^n 3:2j, 3:3. 

TyhaJIs 7:4, 

Privy 1:11, 1 + 12,3:1..Jfl 
Qj.iu.n Ones 3:5 
R.inrhru (mage) 6:11 

Rawsmjt f rroll) 4:14. 40 

Recipe (for mrwnrm stew) 1:6 T IS 

Rdgemi 4:8.4=14^ 

Rcr (knight) 4:7 ,41 
Repairs 36 

KetichiilS (gray gubliji queen) 1*2 
King el' Humility 4^5, 5:9, 42 
Rodriek, tlie Cll^OS Knight 4:1 A, 4:12. 

Jf 

Rolwufm stew 1 ;6, 4:11. 33. 40 
Runeitoues (EUiof Idcfttaoan} 53 
Sethar (troll) 4:11, 40 
Shak (motnvaimiuin. Rinith) 2:10. 39 r 42, 5? 
Fiha nkl irk (jrluiuJ ) 5:1, 41 

&liEmlur (mage) 6:1H 
Shield of mar 2:10. 6:4, JP, 43 

Shoemaker 5:2 .41 


Shrines 1 = 15-17. 2:16.3:10.3:14, 4:23, 

5:5,ft:6>4j 

Silver amt golil doU 4:17 P 4:1ft 

Silver Suphug 1:14 

Skilh (by characte t CI a$s) 54-5 5 

Slasher of Veil* 46,49-51 

Small bag 53 

Smith 2:10, jy 

Sni&nden 7:9, 4$ 

Spalls (list of kwstioni} 53 

Spider 2=9 1 39 

jfia Wi' CS'avrey N]g3lt~Eye$ 

Saeetliaree (liurdman jailor) 3:2, JO 
Standard ul 1 L?nor 4:2, 41 
5s«.-lt<je (mountain man guard) 2:5 

Switches 5:9 

Sword Calibnm 2:1 ft, 3:5, 3:9, 5:1 P 5:7, 

39,40,41,42 

Tailor 5:2,4! 

Talisman =, 1:5, 2:2. 6:14. 33, 43j 46 

iili& iff each specific tiilutrtttti 

Talking Dtujr 6; 5, 5$ 

Taper thf Sacrifice 3:4, 4:6, 41, 42 

Thread 1:20. 38, 41 

Tmn 5:4. 7:8. 45 

Tombs 4J t 46 

Treasury 

mou m ain man 2:^ 2:14 

troll 4:15 
Ty ball's 7:15 
Tripartite Key 7:9. fr3 
Tri^ch (knight) 4:6, 4 S 
Trolls Level Pulit 

Tyhall 7:17. 45,49-51 

Yas mncstoiK 6:9. 6:19. &:2U. 43 
VcrnL\ (green goblini king) 1:3.1:5.1;6 

Vilus (mjgc) 6:11 
Weapons 36, 56 
Wine uf Compassion 6: L 6:16, 42 
Wisps 53 

Writ * 4" I .omc 4:2.4:15, 40 
Zak 3:4.4:6.6:6, 40.41,42 
Ziiiiiuni 5r\, 5:11, 41 



Latest in ihi 


Best Selling S 


hies... 


ULTIMA* VII The Black Bate 

Beginning ik? Third TrUu$y in fhn autard-wlnnift# UUimu nriex. 


L oni Rrithh pmsentx tin* first 
chapter in flu* ihirtt htudr of lljr 
id irurd-irjrj niufl {'frhnn Arose, 

ULTIMA VII Til® Blank Cutn 
eombine* tin* *i?ord~and-&orcery 
^:«iffilj Qf prvviuuji aflvrn tnrra 
frith ftmsr* of Tmirtli'r myuleriex 
and h&rmr thriller*. Von 7) iiftiri 
to nwiMtor ifu' iTi{\ ttf imrvsligalion 
and ii*lvrtinn Jo tohe the seen! 
of The Ufotrk 
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